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THE THEORY OF CHESS; 

A TREATISE, 

In which the PRINCK»LES and MAXIMS 
Of this GAAflE, or rather SCIENCE, 
Are clearly and concisely explained ; 
^ f As cdncisely^at lead, 

VVs it might be advisable to attempt: 

INCLUDING DIRECTIONS FOR PLAriNG, 

MODELLED AND ARRANGED IN AN ORIGINAL MANNER : 

o 
ACCOMrAMIl]> WITH NECKSSAKY ILL VSTIi ATI0N8. 



Far tin USE oftbose^ 

mom tie CELEBRirr of CHESS, 

Has inspired nvitb a nvisb to become acquainted nxntb it ; 

Buttf/bo, 

Not bavi/^ access to awf Prefessor, 

HoFve no better hjt;ay of acquiring the Rudiments, 

*tban a Recourfe to Publications on tbe subjeS, 



Books arc a sort SF duA Teacbers, they point out the nwj? to Learning 5 
but if we labour under any doubt or mistake, they cannot answer sudden 
fjuestionsy or explain prefent doubts and difficulties." Dr. Watts. 
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PREFACE. 



A O the common reader no preface is neces- 
sary: but as the following Treatise may fall into 
the hands of those, whose proficiency in Chess 
entitles them to arbitrate every question concern- 
ing it, the writer thinks it incumbent on him to 
state to them his reasons for the few inconsider^ 
able alterations he has made in the names of some 
of the pieces. 

It was not a fondness for innovation ; but an 
antipathy to it, founded on the danger which 
mostly accompanies it, that induced him to this 
measure. He thought it too likely, that the or* 
dinary objections^ of the absurdity of a soldier's 
being turned into a queen— of a bishop's being 
engaged in a field of^ battle — ^and of a castle's be,- 
ing handed about like a portmanteau* — ^and others 
of the kind — ^though of little intrinsic, might have 
specious weight enough, 4o lead many to the 

a 2 adoption 
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iv PREFACE. 

adoption of alterations by which the spirit of the 
game would be lost. 

With a vievy to obviate this efiect, he set him- 
self to consider, whether these objections to the 
common system might not be removed, without 
at all changing the principle of Chess; that is, by 
a general or partial revision of name only. This 
led to an examination of parts. An immediate 
and accidental result was, that the game of Chess, 
though generally considered as an emblem of 
WAR — tbe blood-stained species of it — seemed to 
him more to resemble those less-ensanguined, po- 
litical hostilities which take place between great men 
in free countries: an idea which was at once sug- 
gested and confirmed, by observing, that when one 
combatant is said to conquer another, instead of 
doing any thing like killing or wounding him, he 
only ousts him from his place and gets into it him- 
self 
\ But though he was fortified in this conceit by 
other considerations, he adopted it at first but 
provisionally. His next step was to see, whether 
he could best compass his design — that of making 
all the parts of the game tally with one another, 

without 
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PA£FAC£. V 

without disturbing their internal arrangement^ and 
with the fewest possible alterations even in name--^ 
by proceeding on the old or the new idea. 
• What he hopes, was an impartial trial, deter- 
mined him to consecrate the Chess-board to 
MINERVA rather than XpMARS; and, divest- 
ing it of the doubtfulness of assimilation that it has 
hitherto been involved in (which must indeed have 
been done in either case) to make it decidedly re- 
present a political contest. To do diis, it was only 
necessary to call the queen, a minister; the i^ks 
or castles, peers; the pawns, commoners; and 
castling, closeting : leaving to the other pieces, 
the kingy the bisbopSy and the knights, their com^ 
monly received appellations ; and to those no less 
than /i&^5^, their powers and properties unaltered 
in the least^. 

To the project of which he has thus given the 
history, and which he hopes the Philidores 
and Atwoods will look on with favour, he was 
collaterally impelled by a very distinct kind of 

* An objedion to the commpn terms, more solid than any 
before mentioned, seems to be, that the low ones, pcewn and 
rwk, arc no ways conspoant with the 4ignit}r of the gavpe. 

motive. 
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motive. Not long ^o, ia a country where K^-- 
pubUcaxiism nige9» some of those who hdve takea- 
care to oondense the aoTerdgiity of the people, 
into their ovfrLpersms, published a dictat(»:ial man^ 
date^ requiring those among their subjects that 
practise^ Che$s-playing, to forbear calling any of 
the pieces by names of a monarchical or aFis^>- 
cratical complexion ; and to lose no time in ex- 
changing all such for others more ednftifrmable 
to their own government* This, which was fri* 
volous enough in the viceroy emperors of Holland, 
was a hintnot lost on an English patriot, who, to 
be evep with them^ determined to accommodate 
the game of Chess to his own constituti(»i* 

If they have come with him so far, he will now 
take leaye of those be is ambitious to please, and 
of whose patronage he should be proud> to say a 
word or two to the by per critics — ^beings who expect 
to see, what they never shall — " '2^ faultless piece.'* 
He foresees it will be cAjected by these, thsit that 
kind of state-contest the author has defined* can 
never take place between two kings— -that from 
its local limitation, one king only is the most they 
can admit to be concerned in it— and therefore, 

that 
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tliat the duality of names that the game requires, 
qannoti on his plan, be admitted without impro- 
^iety. TJiis objection, if it cannot be disarmed 
of all its force, may be very much blunted. The 
black"^ party, the party opposing the literal king^ 
cannot subsist without a chief— md that chief, 
•whatever he maybe abstractedly, whether a fac- 
tion-fostering, peer-outpeeringduke, or whatnot, 
is in relation to his creatures^ a comparative mo- 
narch. The designation given the second piece 
of the same party, the only other to whom a simi- 
lar objection will apply, may be defended still bet- 
ter. Is there not a man more busy than the resty 
an acting manager, or prime mitiister, in every 
junto ? 

Fearing to spin the analogy too fine, or to ha- 
zard any thing positively in its favour, the author 
will leave others to canvass, whether the process 

• Times have been, when oppositions might be denoted by 
a ksa obnoxious cbloar. For the honour of so irsefnl a part of 
tke poUtkal machine, it wer^ ''deveutiyto be wished" tfa^t 
they would soon ret^rnf. 

•f What the author means to wish here, is, that the present opposition 

may become more advised and tempente, and unprovoking of suspltion hi 

tfieir cond«dl i not, as some people, in default of this ^xplaniti^n, might 

have^afTe^ed to suppose, that the present ministry may become the op- 

' -pcsition. 

of 
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6f checking the king, and other' radicals of the 
game, are, on his system, in, or out of character. 

Less tenacious of it than might be supposed, 
nothing that he has said is with a view to press it 
on the acceptance of any: but merely to shew, 
that he has not crudely proposed it. 

He leaves it — and the Treatise independent of 
it — to the candour of the public. 



What the author is now adding, is confessedly 
adventitious: he hopes it will be pardoned as an 
overflow of patriotism. 

The rulers of Holland, to be consistently in- 
consistent, ought not to tolerate Chess at all; 
for the gradation of power in the pieces is quite 
repugnant to the principles of equality.- but their 
plan of altering the names, and leaving the powers 

the same^ is something like the trick of calling a 

demo- 
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democratical king any thing but what he iV» de- 
mocratical kings any thing but what they are; of 
distinguisliing a usurper of entire sovereignty by 
the modest oblique title of president — a corporation 
of usurpers, holding the kingly office in shares, 
and having bye laws for the division of the profits 
like a trading company, by the not so modesty 
more pithy one of directory : — no, it is nothing 
like it. To have done with the Chess-board, as 
the artificers of disorder have done with society, 
the piece called a king, and his limited ^oiver, these 
directed directors should have totally annihilated; 
they should have created in his stead five ascend^ 
ant executive paramoumts, invested with every 
pov/cr hut thd.t of going oj" the board, and by an 
exertion of ingenuity, imposed by requisition on 
the turner, made to nod like Chinese figures; 
under these, but so far under that one rank might 
not seem to melt into another, tliey should have 
placed some pieces ^lih pompom names, but with 
no discretionary power^ who^ with a see-saw mo- 
tion, a repeated, pro and con, apparent bustle, 
might make the actions of the paramounts less 
attractive of attention and suspicion; a second 
^, ' class 
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class of subordinates should have had the power 
of making domiciliary visits to every house on the 
board, whether near or remote, in the centre, the 
sides, or the comers, without regard to any code, 
to be exercised when the paramounts nodded, over 
pieces and groups of pieces, in a manner the most 
capricious and informal; the pieces last and low- 
est, generally called pawns, and in this treatise 
commoners, should have been allowed to move but 
every other time; or but one square at two turns, 
and forbidden to march in clubs or companies, or 
move counter to the paramounts. But as the con^ 
stituted authorities, under this order of things, 
would have exceeded all proportion to tht extent of 
the board, and population of the chess community, 
the oligarchs should have decreed the junction of 
a cribbage-board to two sides of the Chess-hoard^^ 
that the addenda be varnished over, and divided 
into black and white departments — that the unity 
and indivisibility of the old board andthc new limits 
was designed by nature. This, in the same pro* 
portion as their professions were impugned by it, 
would have been in character. 
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ADP'ERTtSEMENT. 



Xt may be necessary to inform the Reader absolutely 
initiate^ for whom \t is almost exclusively composed, that 
the use which the following Treatise can be of to him, 
does in no degree depend on the general acceptance or re- 
jeAion, of the nominal alterations of which it is made the 
vehicle. Of the expediency or inexpediency of these, and 
whether in his own praftice to abide by or rescind them, 
he will, when he has made the contents of it his own, be 
able to judge for himself. 

It is divided into Chapters, chiefly in order that the rea- 
der whose knowledge is less imperfeft, may pass over by 
the lump, all those particulars of which he does not want 
to be informed. 

The author will take this opportunity of observing, 
that if— to clear up an acknowledged diflSiculty, or fix 
some floating principle — he has any where deviated from 
the beaten track otherwise than in name ; the motive, he 
trusts, a wish to raise the game to 9s high a level as pos- 
sible, will, to the adept and amateur, sufficiently excuse 
him. 
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TREATISE ON CHESS. 



CHAPTER. I. 

JL HE BOARD on which this game is played, 
like that used at Draughts, is a square, divided 
into sixty-four lesser squares, and checquered 
black and white. At Chess, these squares have 
the technical name of bouses, and are all of them 
played upon. 

In placing the board, care muft be taken that 
one of the two white corner squares be at the 
right hand of each player. Note — That when the 
board is in this position, the several ranges of 
houses running in a strait line from left to right,' 
are called rawA^; those perpendicular to them, 
running from one player to the other, take the 
mme of files, and the two ranges, sloping from 
one comer of the board to the opposite (one of 
which is composed of white, and the other of 
black squares, touching one another at the cor- 
ner), sive diagonals ; so are all the lesser ranges 
in a parallel direction. 

B THE 
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THE PIECES 



Allotted to each competitor are sixteen, \iz. 
a king, a minister, two bishops, two knights, two 
peers, and eight commoners. As a necessary 
distinction, each set is coloured in a different 
way; one is commonly white, the other red or 
black. 

THEIR DISPOSITION ON THE BOARD 

Is as follows : The white king is to be seated 
on the first or nearest rank, on the fourth house 
(a black one) from that corner of the board 
which is to the right of the player to whom he 
belongs; his minister close to him on his left, on 
a house of his own colour— on one side of each of 
these, a bishop — adjoining each of the bishops, a 
knight — and last of all, at the corners of the board, 
the two peers. Having thus arranged the ari- 
stocracy, let the whole of the second rank be 
occupied by the commoners, one before each of 
the dignified pieces. As to the counter set, the 
black king is to be placed on the farther side 
of the board, exactly opposite the white one-^ 
his minister opposite the white minister— and 
so on; placing all the pieces opposite those; of 
corresponding denominations— the commoners 
on the second rank as before. 

To illustrate what has been said, and to pre- 
vent any misunderstanding respecting it, as welt 

as 



Digitized by 



Google 



A TREATISE OK CHESS. J 

^ to shew the forms of the pieces, the plate 
forming the frontispiece is given ; which see*. 

THEIR POWERS AND MODE OF ACTION. 

Note; The gradation observed in describing 
these, will shew at the same time, the com- 
parative worth of each kind. 

I. Of the COMMONER. When one of the com- 
moners is moved, it must be along the file. in 
which he has been jSr^t placed, in a strait line 
towards the adverse party. The first move may 
be either 07ie or two squares, at the option of the 
player: after which, no one of them, while he 
remains a commoner, can advance more than 
one house at a time. When once brought out, 
a commoner, more restrained than any other 
piece, cannot retreat or move back again. He 
is prohibited too from quitting his own file for 
that of another, except in the single case of 
making a capture; on which occasion he moves 
obliquely into the next file, to the right or left 
(as the case may happen) one house forward; 
placing himself on the square of the piece taken^f*, 
which is removed from the board; after which 
he is confined to moving directly forwards as 
before, and cannot leave his new file for another; 

* The old forms are retained :-— the only piece which criti* 
^al niceness would require to be altered, is the peer. 
f This is the custom of all the pieces. 

but 
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but on a similar occasion to that which led him 
into it. 

A commoner, like the rest, takes any piece 
that comes within his reach, indiscriminately 
from one of his own quality to the minister.. 

II. The KNIGHT. Thie move of the knight is 
peculiar to himself^ arid difficult to explain. It 
is two squares at once (three, including his own) 
in a direction partly diagonal and partly strait. 
The house he goes into, is always of a different 
colour from that which he leaves. It may like- 
wise be said to be uniformly next but one to the 
latter; although in his passage to it he passes 
obliquely over the corners of two. 

The knight's power of capture reaches to any 
square that his move will take him into. 

Note — That this is the only piece that has a 
vauUing motion; or that is not precluded from 
going to a square, between which and his own 
other pieces intervene: just to shew what is 
meant, if good play permitted it, any one of the 
knights could move out before a commoner had 
stirred, alighting on the third square of either the 
bishop or tlie peer; without waiting, as the other 
dignified pieces are obliged to do, till an opening 
be made. 

III. The BISHOP. By observing the plate it 
will be seen, that the bishops of the same set are 
placed on squares of a different colour; the 
white king's bishop, for instance, being seated on 

a white 
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a white, and the white minister's bishop on a 
black square. What makes it necessary to re- 
mark this, which is common to the knight and 
peer, is, that the bishop, unlike all the other 
pieces, is obliged to walk throughout the game» 
on that colour of the exchequer* that he was 
placed on at the commencement of it; which is 
a necessary consequence of his motion being 
purely diagonal. His step is in other respects 
very unlimited, as he may, at a single effort, 
go any length of squares from one to eight 
The bishop, if the road be open for him, takes a( 
any distance. > 

. IV. The PEER. The peer moves in strait 
lines, forwards or sideways. He can, atone step, 
pass along a whole rank, or a whole file, or stop 
short at the first, second, third, or any other 
square of a rank or file, as occasion may re- 
quire. Like the bishop, and on the same con- 
dition, he takes at any distance*!*. 

* A technical name for the board. 

f Having gotten through the last of the pieces, of which 
there are more than one of a sort, in order to confirm the reader 
in what he might suppose, and to leave him no question to 
make, we turn aside to observe to htm, that the difference in 
the worth of pieces of the same kind, is indeed next to nothing ; 
that the little odds there is, between superior pieces of the same 
description, is in favor of that on the king's side; and that of 
the four centre commoners, which are reckoned rather the best, 
the king's bishop's commoner is the most esteemed. 

V. The 
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6 A TREATISE ON CHESS. 

V. The MiNiBTER — unites the moves of the 
bishop and peer ; and, like them> when the road 
is open, takes at any distmce. 

VIv The KING— ^xce^* when he avails him- 
self of the privilege of doseting, can only move 
ene square at a time; of course he can take at no 
greater distance: he may, however, both move 
and take either forwards^ backwards, sideways, or 
aslant. When policy shall seem to require it 
and the previous unarbitrary removal of the 
bishop and knight on his right, or of the bishop, 
knight, and minister*, on his left, has rendered it 
effectible without any violence to propriety, the 
king may closet with either of his peers; which 
is done by placing the king on that knight's 
square that is next to the peer with whom ht 
closets, and by placing the peer at the other sid^ 
of the king, on the bishop's square adjoining. 
This ambidesdral manoeuvre he is allowed to 
employ but once; and not at all if he has pre- 
viously moved. It is impracticable and unneces- 
sary at the beginning of the game. The only 
prerogative of the king, is a great one; that of 
never being taken. 

* It may be advisable to dispense with the previous reoioval 
of the minister ; as, otherwise, there will be a greater aggregate 
•f obstacle to his closeting on one side thanon the other. 

CHAP. 
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CHAP. II. 
Of MAKING A MINISTER^ P£SR^ &C. 

WHEN a commoner has penetrated to the 
iartheft rank on the adverse side of the boards 
he is rewarded with promotion to. the bighefi 
vacant dignity* ; that is to say, if the person play- 
ing him there has loft his original minifter, he 
succeeds to the honor. If, inftead of his mi- 
nifter, one or both of the peers be loft, he is 
made a peer. If the minifter and peers have 
escaped capture, he is made a bishop. If the 
bishops have likewise been preserved, he is 
made a knight. The ceremony of transforma- 
tion taking place in either case, and which is 
neceflary to diftinguish him, is very short : A 
sort of exchange : The commoner is removed 
from the board, and put among those taken by 
the adversary; and a captured piece, of the 
denomination he is advanced to, is taken from 
thence, and substituted in his room. It can 

• Under the scheme that advances; the commoner to the 
rank of th$ fuc$ njobose square be gets into, it happens that 
when his player has not lost a piece of that identical qnality, 
the only reward of the commoner is to stand exposed to in- 
cessant attacks^ without the power of retreating in any di- 
reftion:— To have both tbe bijhops of a set moving on tbe 
eame colour, an anomaly which will seldom occur, and which 
the other is just as liable to induce, is the only one that can 
result from this scheme. 

hardly 
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hardly be neceffary to say, that his powers and 
mode of a£lion alter with his quality. 

OF GIVING CHECK, AND CHECK-MATE. 

Upon this the game hinges. As the king is 
never taken, whenever an adversary is advanced 
upon him in such a manner, as that, remaining 
where he is, if he were any other piece he 
would be captured ; the person advancing it is 
to salute him with the word " Check, " warning 
him of his situation ; upon which it is absolutely 
necessary for him to alter it in one of the follow- 
ing ways : either, relatively , by taking the threat- 
ening piece, or interposing* one of his own 
between that and himself; or, positively y by re- 
moving into a square where neither that nor.any 
other of the adversary's pieces can reach him. 
If he can do neither of these, he is in Cbick-mate^ 
and the game is lost. 

OF GIVING A STALE. 

The game may be lost too in quite an opposite 
manner. By the constitution of Chess, the king 
is on no account to move into check; and, 
therefore, when, as it not unfrequently happens, 

• Note — This second mode of defending himself cannot be 
pradlised when he is checked by the knight, owing to the 
vaulting motion of that piece ; he must then have recourse to 
either the first, or the second: and should he be checked by 
any two pieces at once, which is called doubU check, the 
third only will avail. 

one 
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one party has croudcd up the king of the other 
with so many pieces, that the only move left 
him would take him there ^ if the person to 
whom the king so circumstanced belongs has no 
other piece, or no other that can be moved, the 
contest must necessarily stagnate; come as it 
were to an untimely end, it can be proceeded in 
no further. It is not, however, undecided. The 
player giving, the other the stale, (so, in the 
language of Chess, the dilemma which the king 
is in is called) is, by a rule immemorially ac- 
quiesced in, adjudged to have defeated himself. 

♦ A little refleftion will shew that this rule is 
not incapable of the justification which at first 
sight it may seem to want. It would be an in- 
tolerable defeft in the game to have it per- 
petually liable to an accident that would render 
it undecisive. The only way of avoiding this 
defeft, is the instituting an artificial rule, award- 
ing the viftory whenever a stale happens to one 
party or the other. 

The necessity of making some kind of decision 
being arrived at, the propriety of placing the 
bias where it is may be easily evinced. 

* As the reafons for this rale are not immediately appa- 
rent, we thought it woold not be amiss loosely to give them. 
The novitiate, however, may as well skip them for the pre- 
sent, as he maft play some games before he can judge of their 
validity. 

c It 
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It is to be recollefted that the rule under dis- 
cussion is an arbitrary one. The expediency of 
an arbitrary rule, however great, cannot entirely 
divest it of the dissatisfaftory ; and therefore the 
seldomer there is occafion for it the better : now 
the making him to lose by a stale, who may 
always avoid it by caution, is an cffeclivc bar to 
its happening very often. 

Other properties of this fule do not merely 
justify — they highly recommend it. The bias 
which it has adopted serves to balance the 
advantages of the game, as it is entirely in favour 
of the weaker party. Owing to this very bias, 
whenever the critical case, to which it is ap- 
plied, is likely to occur, a greater exertion of in- 
telleSt in conducing the approach is incited ^^ than 
which nothing can be more agreeable to the 
genius of the game, as the professed objefl of 
Chess is to call out the powers of the mind. 

Thus a defeft inherent in the strufture of the 
game, and from which it were impossible to free 
it, is overruled so as to give it a higher degree 
of interest. Upon the whole, the necessity for 
this rule is not to be deplored. 

OF A DRAW GAME. 

If it be not superfluous to put it any where, 
it must be added here, that whenever from the 
greatness of the loss on each side (the more 

potent 
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portmt pieces^ and those capable of becoming 
so, being gone), or from any other cause, it be- 
comes certain that neither party can give the 
other Check-mate -, the game is to be disconti- 
nued as insipid and useless (the players making a 
draw of it), and a fresh one begun. 



CHAP. III. 

General and particular DireSHons as to the Manner of 
Opening and Carrying on the Conteji : 

WITH EXPLANATIONS AND REMARKS^ 

AT the beginning, as they do all the way,, 
these queftions occvir—^fVbat piece is to be moved? 
Where is it to be moved to ? After the first time, fof. 
a very obvious reason, we can only give helps for 
the reader himself to decide them. 

The game cannot' be better opened than by 
advancing the king's commoner two s(giares. The 
minifters', apd one of the two bishops* conj** 
mooers, may* be mov©d next; which of the 
others shoald' succeed, will depend greatly on 
tfte movements of the adversary. Where the 
commoners are not equal to the defence of each 

other 
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Other*,, the other pkoeai muft .be hjrought out to* 
suppoirt^them :— -in thi§ busixiejss the bishops ape 
in general the preferable agents, as^ they are not so 
liable as the knights to be clogged by the obftruc- 
tions which this stagcof the game from its^ crpmicd . 
state is sure to preseqtf ., > _ ' _ ^ ; . 

Prudence requires that the superior pieces be 
not over forward in afting offensively; because by 
every one that is driven back you lose a move : 
but when a few pieces have beenj changed, and 
the game is somewhat advanced, and there is no 
danger of their flopping the progress of such of 
the commoners as you wish to push on, you 
need not be shy of using the kmgb\f, any more^ 
than the btfhofSy in occasional attacks on the most 
- unguarded of the adversaries. 

* One piece to guard another, in the way here meant, maft 

^ be placed so that if the piece he is designed to guard were 

an opponen the could take him. The protedtion refalts from. 

the adversary's being deterred from a capture by the certainty 

of a reprisal. 

f It may seem ftrange that the knight, which overleaps 
every other piece, ihould be more liable to., obstm^ion than 
the bishop : the reafon of the fa6t is, that the knight cannot 
stop short of, any more than exceed, a very limited extent. . 

X To change or exchange pieces' is to lose one or two of 
y6ur own for the sake of taking one or two of the adverfary's. 
It serves to clear the board, and enlarge the scene of aAion ^ 
and, when you get a piece of greater valae than that loft, it 
encreases your comparative- strength. Nevertheless it ir^nly 
to be done with caution, and of thofe pieces for which you 
have the lead occa£on. 

The 
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The minifter must not be moved hastily ;— 
for offence in particular, not till some kind of 
method pervades the rest of your pieces — ^and 
you can guess what aspeft the game is likely to 
assume. To put him in motion before you had 
digested a set of mesfsures, and had a probable 
certainty of succeeding in them, would be en- 
tirely to misemploy his great powers. 

As the peers, v^hile the ganie is thronged, 
can effeft nothii^g worthy their attempting; 
generally speaking, it is advisable to keep them 
in reserve till towards the conclusion of the 
game. The usefulness of the peer, gradually 
increasing as the crisis approaches, is then very 
little inferior to thte minister's *. 

The king is not tfe^ aft offensively. He is to 
be put where he wilfbe least open to attack ; 
and, while a fatal one is possible, neither move 
jior take but with a view to Ins own defence. 
The two points to which every thing else is to sub- 
serve, are, the giving check-mate to the adverjarf s 
kingy 2ind the prefervation of your own. 

To make you as much acquainted with the 
right way of endeavouring at these, as bare 

* To the adver&ry's king ftript of his attendants, the peer, 

with the sole ^ftancc of his own king, is capable of giving 

check-mate beyond the possibility of elusion; a degree of 

prowess which, besides the minifter, no other piece than him- 

«pif can boast, 

theory 



Digitized by 



Google 



14 A TREATISB ON CHESS. 

theory is able to do; it will be necessary to be a 
little more particular. 

§ I . On that side of the board, whether right 
or left, on which you mean to closet the king — 
neither the bishop's, the knight's, nor the peer's 
cornmaner must stir from his place; because 
the principal inducement to the measure, is, the 
protection he will receive by retiring behind 
them *. 

2. The other commoners must be kept to- 
gether and well supported ; and not suffered to 
struggle forwards alone. A party of these, ma- 
naged with address, may, in a future part of the 
game, repair the loss of a capital piece, or do 
some other signal service. 

3. At the same time that you are concerting 
the attack of the adversary, endeavour (but not 
so as to interfere with any thing of mpre import- 
ance) to have your own king so cireun^stanced 
that he pay closet when he pleases. Should 
this convenience bfe effected, if his not being 
closeted be no obstruction to your other opera- 
tions, let him remain at his own square till there 
is a necessity for his going to the retreat secured 
for him. The advantage to be gained by this 
procedure is, that the adversary will be obliged 
to form two distinct systems of attack. 

♦ These, along witk tlie petr, may be said u> compose his 
privy -council. 

4. As 
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4. As ^oon as the adversary has claseted his 
king, if it be on a different si<k of the board from 
that on which you have closeted^, or int^d to 
closet yom-s, let the commoners opposhe bear 
down upon him. The minister, and wh4t other 
pieces you can spare, in particular the peer whom 
their removal leaves an opening for, must sup-^ 
port them in this onset *. 

5. Where a direct attack upon the adversary's 
king is impolitic or impracticable, you must 
endeavour to take those of his pieces that most 
contribute, to render it so. 

6. Ineffectual checks, or checks that the ad- 
versary can easily elude, are in general to be re- 
frained from; as they are very apt to lead to 
loss of move, loss of the checking- piece, and so 
on. Experience, however, will furnish a few 
cases, in which there is a propriety in giving such 
a check; as, where it will force the adversary's 
king into a more exposed situation— where the 
movement, necessary to avert it, will leave a 
capital piece unguarded— where, the adversary's 
king not having closeted, nor being in a condition 
to do so, it will force him by moving to forfeit 
that privilege— and where, having a piece of 
your own attacked that you are not able other- 

* If tke adversary closets on the same side with you, an ad- 
herence to what is contained in the first se^on will lead you 
to attack him with the superior pieces only. 

wise 
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wise to save, it will cause the removal of some 
piece that impedes his escape. 

7. In defending your own king when closely 
attacked — where it will either cause the adver- 
sary to lose a move, or encrease your compara- 
tive strength; and at the same time, be a suc- 
cessful means of parrying the check — you should 
offer to make an exchange of pieces. 

8. If the king be closeted, the pieces whom in 
that case we have denominated hie privy counciL 

• should be guarded as much as possible from the 
brunts of the adversary. 

9. Whenever, from being either reduced in 
number, or obliged to quit their stations, the 
defence afforded the king by these becomes pre- 
carious—or whenever the king is not closeted at 
all — some of the superior pieces should be kept 
in reafcness to contribute actively to his safety ; 
being posted so, that where they cannot prevent, 
they may at least cover him from check. Their 
number and quality circumstances must decide. 
Those that operate at a distance, will not on this 
service be out of their province; nor will it often 
be found of them, as it will of the knights, that 
they are thereby rendered the less prepared to 
act offensively. The keeping, too, such pieces 
as the peer, the bishop, or the minister, near ypur 
own king, may sometimes cause the adversary to 

relax 
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relax in his ciautioh where it does not add to hi3 
security, 

ID. Of the minister, it is however to be noted, 
that he must never stand in such a way before 
the king, as that if a peer or a bishop of the 
adversary were to attack him, his moving aside 
would leave the king in check; because wa$ he to 
be so attacked, should the peer or bishop be well 
guarded, and you had no piece to interpose, as it 
would not do 'to expose the king, you could no 
how avoid losing the minister for a less valuable 
piece. 

11. Great advantages are often to be gained by 
an ambuscade; which is the having one piece, a 
commoner perhaps, so placed before another, we 
will say the minister, that though the adversary, 
on a cursory view, might seem to be safe ; yet by 
simply playing the piece in front, whose inter- 
vention alone keeps him from it, cheek, single or 
double*, will be discovered to his king. 

12. While intent on projefts of offence, take 
care that you are not surprised yourself. Indeed 
every detail of a stratagem to be prafltised on the 

* A peer and a bishop may be placed so that the adversary's 
kiG|g is in check with neither; and yet by moving that nearest 
him forwards or sideways, he will be in check with both ; and 
«o with respcft to others. 

D adversary. 
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adversary, carries with it a tacit admonition to be- 
ware of the like from him ; and vice versd. 

13. Take care that no guarded commoner of 
the adversary fork two of your superior pieces. 

14. You must likewise beware that neither of 
his knights check the king and niinister at the 
same time ; because in that case (as the king can 
only save himself from the knight by a positive 
removal) if the knight cannot be taken, the 
minister must be lost. 

15. Nor must the adversary's knight, if secure 
from capture, be suffered to branch any other 
two pieces of more importajicie than himself; as 
the loss of one of them for the knight, or for 
nothing, will be sure to follow. 

16. When two pieces are attacked in such a 
way, that one of them at least must be lost ; in 
deciding which to give up, you must not think 
so much on the difference in their worth, which 
may be more than counterbalanced by other 
circumstances, as on the particular effefts 'which 
the capture of this or that is likdy to have* ' 

17. Whenever you are so well prepared for 
the worst, as to have two or three commoners 
so near the adversary's farthest rank, and so 
well posted, that you are almost certain of 
reaching it with one of them when you please i 
you may be the bolder with your capital pieces — 

and. 
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i 

and, where you would be otherwise in doubt 
I which to surrender, the less tenacious of re- 

taining one of them in preference to another 
that is less capital. 

18. Without there should be no other way of 

saving the king, or no other but what would be 

attended with a greater disadvantage, never 

cover him from check by placing a dignified 

piece in that manner, that a commoner of the 

j adversary, by being advanced a move, could 

I take him; lest the adversary, availing himself 

I of the opportunity, oblige you to a losing ex* 

I change. 

I 19. In order to have as powerful pieces as yon 

can in play, never let those that arc stationed 

; to guard some other stationary ones be of greater 

force than is necessary.* 
! 20. Where 

Not 'very necessary to be read* 
• The writer of this treatise, on sitting down to it, very 
calmly supposed, that, like moft others, it would be either 
obscure and defefUve from an over^concisenefs, or minute and 
circumstantial to excess. Despairing thus of the medium, and 
preferring to ere on the safer side, he has endeavoured to avoid 
the former rather than the latter. This propension had led 
him originally to insert in this place the following diredlion : 
*' Wher^ one of the adversaries can be taken by several of 
" your pieces, consider which it will be beft to make use 
** of."— But as on refledion it seemed almost like saying, 
** Where several pieces can be moved, that is to be moved 

that 
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26. Where two of the adversaries are so cir- 
cumstanced that you can stake cither, simi^^r 
considerations to those in the i6th direction 
must determine you. 

21. Where an adversary is so much at your 
^ mercyj that you can take him when you please, 
be in no haste about it : but see, first of all, 
whether you cannot make a good move in another 
quarter. If you can, let him alone till it be 
effected; 

22 .* When one of the adversary's commoners has 
advanced to the square immediately before your 
king, you must be very cautious of taking him; 
as an adversary's commoner in that position, will 
in general be found to be a very great safeguard. 

23. (Whenever you can anticipate by calcula- 
tion that the sacrifice of such and such a piece, 
though it can yield no immediate requital, will 
yet lead to such an arrangement, as will enable 
you in the end to give the adversary check-mate, 
true policy requires that you make it. 

24. Never let an over-eagerness of the victory 
which a superiority may pi^mise you, lead you 

that you think will be best"— apd as any one thy needed to 
be told that« would never make much proficiency in Chess^ 
he thought it best to omit it. i^or two or three others of this 
call perhaps, which still remain, he is under the less appre- 
hension, as he knows that those who stand the least in need of 
them will be the readiest to forgive him. 

to 
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to endanger its forfekuye by giving a stale : on the 
'•contrary, till you can ffive check-mate without a 
rfelt of mis-carriage, always leave the adversary 
ample room to move. 

25 • Whenever you have clearly the disad- 
vantage of the game in other respects, and yet 
happen to be in a position that by good manage- 
ment, may be turned into a stale ; you must, as 
your only resource, endeavour to avail yourself 
of it. To do this, the following case will serve 
as a general due. Your king is close pressed on 
all sides, and you have only the minister and 
an inferior piece left in play— take the first op- 
portunity of playing the inferior piece so that by 
its being either blocked up or lost, the king 
would be in a state already if he had not the 
minister to move : — this done, with the minister 
keep giving incessant* check to the adversary's 
king, till at length, to avoid a check-mate, the 
adversary is forced to capture him. Your object 
will then be attained. 

Nou — Sometimes a check-mate or a stale will 
speedily terminate the game; sometimes it will 
happen that the pieces are nearly played away, 

• The kings, in the course of play, may happen to be cir- 
cumstanced so nearly alike, as for the adverfary's to be liable to 
a stale at the fame time with yours. This will be a very nice 
point indeed, and require your utmoil skill and caution in 
checking — ^and now ^nd then a temporary forbearance. 

without 
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without either taking place. To the latter case, m 
the six sections that next follow are exclusively 
adapted. 

25. When the adversary's force is so much 
diminished^ that your king, if in any, is in no im- 
mediate danger — and your own force is so much 
diminished likewise, that you can make no effec- 
tive attack without him — ^the necessity and policy 
of confining the king to defence only will be su- 
perseded. 

27. Among other uses to which he may then 
be devoted,— you must take every opportunity 
of putting him in motion, — where your doing so, 
will be the only or the best way of either gaining 
or preserving the move, which it is of such im- 
portance to have, that if the contest has been 
otherwise equally conducted, your getting the 
game will depend upon nothing else. 

28. He may then, too, as circumstances vary, 
occasionally be of service, either in protecting 
some commoner of your own which may be 
more advanced than the rest', and of which you 
want to make a minister ; or in taking or harass- 
ing any commoners of the adversary on the like 
expedition. 

29. The note at the bottom of page 1 3, respect- 
ing the peer, is a sufficient intimation that the 
king nuy>in this stage of the game, be employed 
in combination with another piece in giving check 

to his £Uitagonist. 

From 
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From the same note it is to be inferred, that if 
one party has only a king, and the other in ad- 
dition to the king has but one piece, and that 
piece be a knight or a bishop, it must be a draw 
game; and therefore that, next to a minister 
or a peer, it is best for that piece to be a com- 
moner, from the possibility of making a mi- 
nister of him. This serves to introduce the 
two following 

PARTICULAR CASES. , 

30. The adversary has the king and a com- 
moner, and you have only the king. You will 
naturally^endeavour to intercept that commoner 
—his king, if he be in any danger, will as naturally 
go to his assistance — this, if the king is time 
enough to save him, will bring them together. 
Though you v^ill then have failed in taking the 
commoner^ yet, if you can get before them both 
with a square between, you cannot lose. 

31. Upon certain contingencies, the adversary 
may have a king, a bishop, and a commoner, 
when you have only a- king, without being able 
to beat you : which contingencies are these : — If 
the commoner be on a peer's file — ^if you can get 
into the square at your end of that file — ^if this 
square be of a color different from that on which 
the bishop moves — all these concurring, it is 
even possible for you to win by a stale. 

32. To 
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3Z' To conclude, if you would have fomcthing 
more than a mere exemption from defeat, de- 
pending on chances, to hope for, let this rule, in 
connexion with the others, be specially regarded. 
From firft to laft, the changes and declensions, 
successively taking place in the number, value, 
and situation of the pieces muft be noted with 
cxaftncfs; and no movement at anytime made 
till the consequences are confidered. This, among 
other good efFefts*, will the better enable you to 
conjefture what the adversary may mean to do, 
and to take measures accordingly. 

Nofe — I St. That the sections of this chapter pre- 
ceding those which are numbered, contain, 
most of them, rather general intimations than 
positive rules. 

2dly. That from the direftions which have num- 
bers prefixed, no deviations are to be made : 
the few exceptions which thefe rules would 
otherwise have admitted of, being interwoven 
in their proper places. 

*^* Some additional maxims of a ftill more 
minute kind, we shall by and by take occasion to 
inculcate. 

• If closely pursued, it will at once prevent you from giv- 
ing any advsuiiage to the adversary, and from overlooking any 
which he may give to yon. 

THE 
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THE reader, having arrived dius far, will per- 
haps be impatient to make a pradical essay. From 
that, though it may originate in a mistake, wc 
would not withhold him. As what we aim at is 
his progressive improvement, we do not care how 
soon he is convinced that he cannot make himself 
master of the whole.at once. After he has made 
the expieriment, we would, for his next essays, 
direct his attention to two or three games which 
we mean to detail as examples, move by move. 
, By studying these, and noting the foregoing di- 
redtions, one at a time, as the advantages of pur- 
suing, or the efFefts of deviating from them are 
laid open, he will soon imprint the spirit of them 
on his memory; and praftice, either by himself, 
or with a friend, will imperceptibly confer on hijn 
a habit of adopting them with promptness. 

If he is a genius, practice will do more ; it will 
lead him to form maxims of his own for inde- 
scribable cases. 

After setting down the laws of the game, which 
will end this chapter ; to give the examples we 
have mentioned, and comment upon them, is all 
that remains to be done. 

THE LAWS OF THE GAME ARE, 

I. If a plgyer touches a piece, he must play it 
somewhere; and when he has quitted it, he can- 
not change its place. 

E II. If 
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II. if one party, by mistake or otherwise, makes 
a false move, and it is not discovered till after the 
other has played in his turn, it cannot be revised 
6r rcftificd by either. 

III. If a player misplaces the jweces, and, be- 
fore he finds it out, plays two moves, it is at the 
choice of his opponent to permit jiim to begin the 
game afresh or not. 

IV. If one party plays or discovers check to 
the king of the other, and neglects to notify it, 
the other may let him remain in open check till he 
docs. 

V. After the king has been once moved, c«r if 
both the peers have been moved, he cannot be 
closeted. 

Where the objeft is mutual improvement,, apd 
not decision of skill— or where the superiority 
of one party is admitted, and the objeft is the 
improvement of the other— the first four of 
these may be dispensed with. 



CHJP. 
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CHAT. IV. 

Cont tuning Minutes /of Games, Parts of Games, t^c* 

THE CHIEF OBJECT OF WHICH IS, TO SAFE THAT TIME TQ 
' THE LEARNER HHICH HIS HAVING TO ACS^/IRE 
THE MATERIALS OF IT BY EXPEJ^IENCE 
ffVULD ABSORB. 

SECT. I. 

EXAMPLE I. . 

MOVE (ok rather COUFXET OF MOVES) I. 

White. THE king's commoner 2 squares. 
Black. The same. 

W. Minister's commoner i square, (a) 
B, King's knight's commoner i square. 

3- 

W. King's knight ^t king's bishop's 3d square, (^) 
B. King's bishop's commoner 2 squares. (<:) 

Remarks. 

(a) Unlefe necessity call for it, no one of the other 
six commoners should be moved until you have ascer- 
tained on whiiph side to closet. The minister's commoner 
advances but one square, not so much because the blaclc 
one prevents his going farther as to support that of his 
own king. 

(h) This move is partly accounted for by the remark 
on the last. 

(c) The same remark will shew, that the whites are 
played with more propriety than the blacks. 

W. The 
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W. The king's commoner takes the black * com» 

moner. 
B. The king's knight'3 commoner takes the white 

commoner. 

5- 
W. The king's knight takes- the black commoner. 
p. The minister's commoner i square. (^) 

6. 
W. The king's knight at the king's bishop's 3d 

square. 
B. Minister's feifhop at minister's 3d square, (e) 

7. * 
W. Minister's knight's commoner 2 squares. (/) 
B. Minister's knight at tpinister's bishop's 3d 

square. 

Remarks, . ... 

(^ If this move had been made before, the king's com_ 
moner of this party might have been preserved; the 
snatching away of which, has rendered them in situation 
and comparative strength, much inferior to their adver- 
saries. 

(e) The chief objeft of this, and some subsequent 
moves, is the having the king in readiness to closet. 

{/) Finding that his adversary means tp closet with tKe 
minister's peer, the player of the whites begins to get his 
opposite commoners ready to advance upon him.. 

• Note. When there is but one piece that can move or take 
or be taken in the manner described ; as it would be unneces- 
sary, we (hall never circumllamial*/' name it. 

: W. Mi- 
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8. 

W. Minister's bishop at minister's knight's 2d 

square, {g) 
B. King's knight at his bishop's 3d sqiiarc. 

9- 

W. Minister's peer's commoner i square, (b) 
B. Minister at the king's 2d square, giving the 
white king check. (/) 

10. 
W. King's bishop at king's 2d square, covering 

the check. 
B. King's peer at his knight's square. 

Remarks. 

{g) This attack on the black peer is not a good move; 
for the bringing out of the black knight, which it incites 
as the only, though an easy mode of parrying it — ^a move- 
ment which his player might not otherwise have medi- 
tated — or if he had, must have lost a move in effe£ling— 
gives the peer an opportunity to be very troublesome to 
the opposite commoners. 

{h) This is to proteft the knight's commoner from the 
black knight. 

(/) There is no impropriety in the minister's standing 
thus before his king, so long as no guarded peer of the 
counter set can be brought to attack him; and while he 
has several pieces that he could interpose. 

W. The 
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II. 

W. The king- closets with his peer, {k) 
B- King's bishop's commoner i square. (/) 

12. 

W. Minister's bishop's commoner 2 squares, {m) 
B. The minister's bishop at the white king's 
knight's 4th square. (») 

W. Mi. 
Remarks. 

(k) If he did not closet now> he could not preserve his 
knight's commoner in it*s place, without forfeiting the 
privilege. To have advanced him a square, would, how- 
ever, have been better. 

(/) To make way for the following move. If the white 
minister's bishop had not quitted his house, the command 
he would have had of the diagonal into which this move 
is made, would have prevented it; which it wijl be pre- 
sently seen it was for the interest of his party for him %o 
have done, 

{m) Any move that is properly made, and which pre- 
ceding remaiks, or a subsequent move will shew the re?L- 
son of, we shall not observe on. It may, however, be of 
use to review the situations of the two sets of commoners ; 
those of the white party to the left of the king, are ad- 
vanced so as to derive from themselves all the support 
they want : whereas the commoners to the left of tlte 
other player must depend entirely on the superior pieces 
for protection. When commoners are seated like these, 
on files that do not adjoin, they are, considered by them- 
selves, as insecure as they can be. 

(«) But if the commoners are played worse, the bishops 

JMid 
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W. Mimstcr*s knight's commoner i square* 
B, Minister's knight at his king's 4th square, {a) 

14. 

W. Minister at his peer's 4th square, 

B. Minister's bishop takes the white knight. 

W. King's bishop takes the black bishop, (p) 
B. The minister's knight takes the white bishop, 
and gives check, {q) 

Remarks. 

and knights of this party are played better than those of 
the other. 

{0) The move of the white commoner, which was ne- 
cessary to the prosecution of his minister's scheme, gave 
the black knight an opportunity of coming here without 
suspicion, as he seems to remove merely for his own 
safety. 

(p) From the cramped situation in which the player of 
the white's too eager attention to projefts of offence, had 
left this bishop, whether he takes the black one or not, he 
must be lost. 

{q) Though the player of the blacks is a knight, and 
the difference there is between a king's bishop and a mi- 
nister's bishop, the better for these exchanges j he might 
have conduced them in a way by which he would have 
profited more essentially 5 as the third example will 
shew. 

. W. The 
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W. The king retires to his peer's square. 
B* The knight at the 4th square of the same 
peer, (r) 

W. The minister's knight's commoner i square, 
discovering check. 

B. The king closets. 

18. 

W. The minister takes the black commoner, and 
gives check, (j) 

B. As the king, if he takes the minister, will be 
in check with the commoner, he is check- 
mated. (/) 

Remarks, 

(r) To avoid being taken by the knight's commoner. 

[s) Had the white commoner made this capture, in- 
stead of receiving the defeat which the present move 
has given him, the black king by retiring to his peer^s 
square, would have been a long while secure from any- 
further attack. 

(/) But as he was made to closet when he did, merely 
to shew that it is not always a measure of safety; we 
shall, in the next example, point out how he might have 
a£ted better. 

•41* When the student is conscious of having done wrong, 
and yet at a loss to know what rule he has broke, he may con- 
clude it to be the laft, that contained in section xxxii. : this is 
indeed so comprehensive, that all the others might be resolved 

into it. 

EXAMPLE 
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EXAMPLE II. 

THE PRECEDING GAME CONTINUED FROMx THE 
SIXTEENTH COUPLET. 

Note.'^Those Games which, like this, are taken up from others^ art 
generally called Back-Games* 

COUPLET 17. 

W. Minister's knight's commoner i square, dis- 
covering check. 
B. The knight covers the check. 

18. 
W. The commoner takes the bishop's com- 
moner, {a) 
B. The king's peer takes the opposite com- 
moner {b) 

19. t 

W. Minister at black minister's knight's 4th 

square, (c) . 
B. Minister at his king's 3d square. 

Remarks. 

{a) He is thus ready to be converted into a capital 
piece, and as long as he remains there, will prevent the 
black king from moving into any square on the minister's 
side of his own file. 

{b) If the peer's only obje<3: was to snatch this com- 
moner and retire, it was worth the effort ; he has, how- 
ever, something else in view. 

(r) Intending at the next move, by taking the opposite 
commoner, to secure making a bishop of his own. 

F W. Mi^ 
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ao. 
W. Minister takes the black commoner. 
B. Minister at the white king's peer's 3d square. (^J) 

ai. 
W. Minister takes the black peer, and gives 

check. 
B. The king at his bishop's 2d square, (e) 

22. 
W. Minister at black minister's 4th square, giv- 
ing check. (/) 
B. The king at his knight's 3d square, {g) • 

Remarks. 

(d) To seize this advantageous post, he has left a peer 
0> be taken and his king to be checked. The bold kind 
of play which each pursues, can only be justified by a 
conviftion that the result will be favourable. Both, how- 
ever, cannot have this conviftion. The event will shew 
which is right. 

(e) He prefers this tp his own second square, that he 
may not be checked by the white peer. 

(/) As the black minister, who cannot be dislodged, 
will, at the next move he gets, by taking the com- 
moner, give the king check-mate — the player of the whites 
has no other resource than constantly checking the black 
king — if he cannot mate him, andean be stopped from 
checking; the moment he is, he will lose the game. 

(g) He takes care to move on white, that he may not 
be checked by the bishop. 

W. The 
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W. The minister at the black king's 3d square, 
still giving check, (h) 

B. The king at his peer's 4th square, y . 

24. 

W. Minister at his own king's 2d square, still 
giving check. 

B. The king's bishop's commoner i squafe, co- 
vering the check. 

W. The minister at the black king's square, still 

giving check. 
B. The knight covers the check. 

26. * 

W. Minister's bishop at the black king's 4th 

square. (/) 
B. The commoner takes the bishop. 

Remarks. 

(b) If this player could give perpetual check, it would 
be a draw game— fifty moves in this way would make it 
so-— or a less number, if a course of moves was begun 
that had before been made. 

(1) As the minister can no longer check the king with- 
out being taken, the bishop is placed here to prevent the 
black minister from taking tAe commoner s which, how** 
ever, he can do but for a moment* 

W. The 
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36 A TREATISE ON CHESS. 

W. The minister takes the commoner, and gives 

check. 
B. One of the knights takes the minister, (/t) 

a8, 
W. The white commoner is made a minister. 
B. The minister takes the peer's commoner, and 
gives check-mate. 

Remarks, 

. (k) If the player of the whites could in this way have 
lost ^U his pieces, he would have won by being in a 
stale ; this, however, from their number, was never possi- 
ble 5 or it would not have been prudent in the adversary 
to have made the 20th moye — a move which has won 
him the game. 



EXJMPLE 
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EXAMPLE lit. 

A SECOND BACK-CAMS. 
CentimteJ from the Thirteenth Couplet ^Example T, 

COUPLET 14* 

W. Minister at his peer's 4tK square. 
B. The knight takes the white knight, and gives 
check. 

W. The king's bishop takes the. knight, {a) 
B. The bishop takes the bishop. 

16. 
W. The peer's commoner i square. (Jb) 
B. The peer takes the opposite commoner, and 
gives check. 

Remarks. 

{a) If, instead of the bishop, the commoner had taken 
the knight ; the black bishop, by taking that commoner, 
would have given check-mate instantly. 

{b) The objeS of this and the future moves of the 
white, is to prevent check-mate, which he now perceives 
the other thus early to meditate. When the tyro has seen 
what these moves are, it will edify him to try whether ' 
better ones might not have been adopted. On this, how- 
ever, and similar experiments, he must not hastily con- 
clude ; because was he to move the whites not so well, 
and the blacks more than proportionally worse, the ne- 
cessary consequence might lead him to think that he had 
moved the former better. 

W. The 
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17- 

W. The king at his peer*s square. 

B. The peer takes the commoner, and discovers 
check from the bishop. 

i8. 
W. The king at his knight's square. 
B. The minister at his king's knight's 2d squai^q^ 
. giving check, 

19. 

W. The king takes the pfeer. 
B. The minister moves forwiard to the white 
knight's 3d square, and gives cbeck-^mate. {c) 

Remarks. 

' {c) Without the co-operation of the black commoner^ 
this could not have been done. The playler of the whites 
should have taken this straggler before he proceeded to de- 
tach the minister. 



EXAMPLE 
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EXAMPLE W. 

VARIATION Td- THE FIRST BACK-GAME. 
beginning frm. tin Ninetenab Ceaflet ^Examflb II. . 

COUPLET 20. 

W. The peer at his knight's square- (a) 

B. The minister at his king's knight's 3d square, {i) 

21. 
W. The peer at the king's fquare, giving check.{f) 
B. The bishop covers the checki 

22. 
W. The minister takes the commoner. 
B. The minister takes the commoner. 

W. The minister .takes the peer, and gives 

check. (</) 
B. The king at his bishop's 2d square. 

W. The 
Remarks. 

(a) He ofiers to change peers, that such a dangerous 
neighbour as the black one may be either taken or driven 
away. 

(b) This, however, not only prevents either, but 
keeps the white minister from going to the black king's 
peer's 4th square j by which the black knight, whose 
proximity is as incompatible with the safety of the white 
king as the peer's, would have been obliged to remove to 
cover the check. 

(c) To stay where he was, or to remove without 
checking the adversary, would have been equally dan- 
gerous. 

(//) As the player of the whites cannot remove either 

of 
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24. 

W. The commoner becomes a bishop. 
B. The minister's commoner i square. 

W. The bishop takes the knight. 
B. The peer at the black knight's square giving 
check. 

126. 
W. The peer takes the peer, (e) 
B. The minister at the white king's 4th square, 
giving check-mate. 

Remarks, 

of the pieces menacing his king,' he has now, as he had 
in Example II. no other way of defending him than at- 
tacking the black one. 

{e) If the king had taken the peer, the game would 
have lasted one move longer. In that case the black mi- 
nister must have gone to his king's knight 3d square, and 
then to the black knight's 2d square^ so he should have 
done, if, at the 24th move, instead of that set down, the 
white knight had gone to his minister's bishop's 3d square. 

*** Of two different modes of playing, both of 
which end in a defeat, that is the best which 
protrafts the game the longest. 

f §f No game can end so soon as the longest 
form of that we have already given, that is 
played throughout well on both fides. 

SECT. 
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SECT. IL 
EXAMPLE K ^ 

COUPLET I. 

White. KING'S commoner 2 squares. 

Black. The same. 

2. 
W. King's bishop at minister's bishop's 4th 

square, {a) 
B. The same. 

3- 
W. Minister's bishop's commoner i square, {b) 
3. Minister's knight at his bishop's 3d square. 

W. Mi- 

Remarks, 

{a) Not for any purpose that it will immediately gn«^ 
swer^ but that he may escape the obstru<Stion, which, if 
\t should ^e necessary to advance the minister's commoner 
a square, wo^ild be opppsed to his movine dire£Uy out. 
We have seen in Example III. that by a commoner on 
one side, and a knight on the other, this bishop was so 
choked from a(ftin|, as npt to J)e able ty move eyen for his 
own preservation- 

(Jb) The having two commoners a^brcast of each odjer, 
at houses 4. of the king and minister, secured by the 
changes which brought them there from capture by pieces 
of their own quality, and therefore, in their further prop 
gress to the promotion line, easily prote<fted — is a great 
step towards the making of a minister. To bring this 

Q about 
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4- 

W. Minister's Gommoner 2 squares, (r) 
B. The same, {d) 

W. The bishop takes the commoner. 
B. The commoner takes the commoner. 

6. 
W. The commoner takes the commoner. 
B. The knight ta.kes the commoner, (^e) 

7- 
W. Minister's bishop at the king's 3d square. 

B. The knight at the king's 3d square. (/) 

W. Thp 

Remarks. 

about is the objecl of the presentand several succeeding 
moves : of the corresponding moves of the blacks, the ob- 
je(9: is to prevent it. 

f [c) To provoke the black commoner to capture him, 
on the presumption that his player vvrould prefer doing 
that to retiring virith his bishop — ^The player of the whites 
intending afterwards to supply his place by a reprisal. 

{d) Th9 player of the blacks, willing neither to take 
jhe commoner nor to retire with his bishop, play's this 
commoner here, in order that if the white one takes hi§ 
bishop,, he may retaliate in kind. 

{e) The plan of having two commoners in the middle 
pf the exchequer is thus rendered abortive. The bringing 
this knight out was the principal mean of defeating it. 

(/) This leaves the king's bishop liable to be changed 
for the bishop of the adversary's minister. If, however^ 

the 
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W. The bishop takes the bishop* fg) 

'B. The knight takes the bishop. . .. 

9- 
W. King's commoner i square, (b) 

B. Minister at king's 2d square. 

Remarks. 

the knight had not moved at all, or moved otherwise, hi$ 
player might have been obliged to' an exchange, in which 
the difference againft him would have been of real mo* 
ment. 

(g) Between equal players the minutest advantage 
should be seized on. It may be obser\red here, that the 
superestimation of the king's bishop over the bishop of 
the minister, rests on his not being prevented by the co-^ 
lour he moves on from checking the adversary at his ori* 
ginal square. This player having had the first move, the 
other could not well have foiled him, with regard to the 
comaioners, at a less expence. 

{h) That he may not be taken by the knight if the 
bishop should remove. 

Variation. . 
To proteft him from the knight, instead of pushinghim 
a square, the minister's knight is moved to the 3d houfe 
of the minister's bishop. This would be ineffedlive — ^the 
adversary, by placing his king's knight at his king's 
bishop's 3d square, might counteradl it so completely as to 
make the bishop retreat at the same time that he secured 
taking the commoner — at least, secured an exchange, by 
which he would get the commoner to boot. 

W. King's 
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lO. 

W. King's knight at king's bishop's 3d^square. (r) 
B. Minister's bishop at the white kio^'s knight'^ 
4th square, {k) 

II.' 
W. Minister's knight's commoner a squares. (/) 
B. Bishop takes the knight. 

12. 
W. Minister takes the bishop. 
B. Minister takes the commoner, and gives check* 

W. The king closets. 

B. Minister takes the peer. 

14. 
W. Commoner takes the knight. 
B. The king closets, (w) 

W. The knight at minister's bifhop's 3d square. (») 
B. The minister at the knight's 2d square. (^) 

Remarks, 

(i) To guard the commoner from the minister. 
{k) An adventurous speculation, in which the risk is 
but little. 
(/) Ditto. 

(m) To preserve the means of .preservation. 
(«) To lay an embargo on the black minister. 
(o) Any where else, be would be taken. 

W. The 
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16. 

W. The peer at the same knight's ist square. (/>) 
B. The peer at his king's square, (q) 

17. 
W. The king's peer's commoner 2 squares, (r) 

B; Minister at the white minister's 2d square, (j) 

18. 
W. Bishop takes the bishop's commoner. 

B. Peer at the white king's square, giving check. (/) 

19. 

W. The peer takes the peer. 

B. Minister takes the peer and gives check. 

Remarks. 

(p) The comment on the next is a comment on this. 

(q) If the black minister had moved aside into one of 
the three squares to which his sphere of a£^ion is at pre- 
sent reduced, the white peer, by taking the opposite com- 
-moner, might have ensured check-mate in another move. 

(r) Had the minister's peer taken the black minister, 
the black king's t)eer, by croffing to the white king's 
square, would have won the game ; by the present move, 
that way of receiving check-mate is rendered impoffible. 
In advancing a piece to the adverse party, let it always be 
as far as is consistent with security. 

(s) In order to extricate himself. 

(t) He does this, which will cause him to be exchanged 
for the white peer, to save his own king from the check- 
mate which is still impending, and which, had the white 
minister been suffered to take his king's knight's com- 
moner, would by this time have been infli^ed. 

W. The 
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20. 

W. The king removes. 

B. Minister at his king's 4th square, still giving' 

check. (5) 

21- 
W. The king's knight's commoner covers the 

check. 
B, Minister takes the other commoner. 

22. 
W. Knight at the king's 4th square. 
B. Minister's at his king's 2d square. 

W. Minister at liis knight's 3d square^ 
B. Minister takes the knight. 

24. 
W. Bishop at the black minister's 4th square. 
B. Minister takes the bishop, (t) 

Remarks. 

(s) The black minister has thus made ^ triumphant re- 
treat. To the advantages which sometimes attend giving 
check, although it can be easily eluded or covered, al-^ 
ready enumerated, may be added that of gaining a move. 
There is still another: under circumstances like the pre-* 
sent, the taking of a piece is likewise ensured by it. . 

(/) He could not do better to prevent the check-mate, 
which the white minister would else have given, by taking 
the commoner. 

W. Mi. 
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W. Minister takes the minister* 

3. Minister's knight's commoner i square, (ii) 

26. 
W. Minister at the black king's 4th square, {v i.) 
B. Knight at hi$ bwhop's 3d square. {v2.) 

W. Minister at the black king's, 2d square. 
p. Peer at his knight's square. 

Remdrks. 

(u) That the liability of check-mate by the white minis- 
ter's stepping into their first rank may at once be quashed* 
An instance similar has before occurred. Of the moves 
in general now, but a few, yre imagine, will be required 
to be observed on. 

(v2) To preserve his commoner {v i) {v2.) The 
subsequent moves will for some time be conduced on the 
plan of these. Of the player of the whites, inferior in 
pumbers, though not in force, the objeft is, either to take, 
or keep in inadlion, these pieces of the adversary preparatory 
to advancing his own Qommoners on this side. The com- 
moners of the adversary on the other side, which are so 
disposed that he could make no impreiEon on them, he is 
not concerned at present to obstruft any otherwise than 
Jiis movements in this quarter virtually wilL The obje£l 
pf the player of the blacks will declare itself. 

xW. Mi- 
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28. 

W. Minister at the black king's bishop's 2d 

square. 
B. Minister's biftiop's commoner 2 squares, (w) 

29. 
W. King's bishop'yS commoner i square. 
B. Minister's knight's commoner i square. 

W. King's knight's commoner i square. 
B. Peer at the minister's square, (^x) 

W. Minister takes the knight's commoner, 
B. Peer at the minister's 3d square, (j) 

Remarks. 

(w) Of the peer, the knight, and the knight's com^ 
moncr on the other side, no one can move without one of 
them being taken ; this player has, therefore, no better al- 
ternative than urging to promotion the commoners on this. 

(x) The advancing ^ white commoner on the bl^ck 
knight, a step that is in readiness, would have enabled the 
white minister tp make great havoc among the pieces he 
hovers oVer, had this peer remained where he was. The 
present movement, and tiinely sacrifice of a commoner, 
will prevent any further uncompensated loss. 

(y) The knight protefts the commoner, the peer pro- 

te(Ss the knight 

W. King's 
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32. 

W. King's knight's commoner i square, (z) 
B. Peer at the white minister's 2d square giving, 
check, (a) 

W. The king at his knight's 3d square. (*) 
B. The knight at the minister's 4th square. 

' 34- / i 

W. The minister takes the commoner. -^ ; ^^ ^ 
B. The peer takes the commoner. 

35' 
W. King's knight's commoner i square. 
B. Minister's bishop's commoner 1 square. 

Remarks. 

(a) The opportunity of giving check, which the white 
minister negledls, is one of those cases in which it oUght 
to be avoided. The black king, iby removing to his mi- 
nister's bishop's 2d square, would have covered both him** 
self and the peer; and the whites (including the loss of one 
to themselves and the gain of one to their adversaries) 
would have sustain^ a difference against them of two 
moves. 

(a) This secures an equivalent for the commoner which 
the knight will be forced to desert. 

(b) Without moving merely for that purpose, the king, 
when his pieces are advancing to the ad versary's side, should 
keep as near to them as poi&ble. He goes into this rather 
than the other square, that he may sustain both con^- 
moners. 

H W. King> 
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W. King's knight's commoner I square* 

B. King at his minister's knight's 2d square* (e} 

37- 
W. The commoner becomes a peer and discovers 

check. 
B. The king at his minister's knight's jd square. 

38. • 

W. Peer at black minister's knight's square, giv- 
ing check, (d) 
B". King's at his minister's bishop's 4th square. (^) 

39' 
W. Peer at the black minister's bishop's square, 

still checking. 

B. The king at the white minister's 4th square. (/) 

W. The 

Remarks. 

(c) If the king di;^ not remove now, the white com-* 
moner, on becoming a peer, would check-mate him. 

(d) Though it is not to be presumed that the player of 
the whites, with his present force, will check-mate the 
other, yet he is now adding rightly; for were he to refrain 
any longer from offence, his adversary would get a minis- 
ter before he could get an additional peer, and perhaps turn 
the tables on him. What he aims at present, is not a mate, 
nor primarily a capture; but to bring about such a change 
in the position of the blacks^that the foremost of his com- 
moners may wrest the move Irom the foremost of theirs. 

' (^) Any where else h^ would, probabl]^, cither soon 
lose his peer, or suffer a worse disaster. 
. (/) Had he gone to the white minister's knights 4th 

square 
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40* 

^ W. The minister at his king's 4th square, giving 

check. 
B. The king at the white minister's bishop's 3d 
square. 

W. The minister takes the knight. 

B. Minister's peer's commoner one square. 

42. 
W. The king's peer's commoner i square, (g) 
B. Thekiqgatthe white minister's knight's zd 
square, (h) 

43 and 44. 
W. The king's peer's commoner 2 squares, 
B. Minister's bishop's commoner 2 squares. 

Remarks, 

sqviarc-^and had the white minister then moved to the ist 
square of that knight— the loss of the black peer would have 
been inevitable* 

{g) The remaining black pieces are posited so, that an 
attempt at this time to make any further capture, or to give 
check-mate, might only bring their commoners nearer to 
promotion. As this piece has now the start, this is the 
moment to push him on. 

> {h) He thus makes way for the black commoner with- 
put exposing either himself or the peer. 

W. The 
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45- 
W. The minister at the blacik king's knight's 4th 

square. (/) 
^4 The peer at the white minister's peer's square. 

46. 
W. The minister at the black king's 4th square^j 

checking. • 
B. King at the white minister's knight's square. • 

47t 
W. The commoner becomes a peer. 
B. The commoner becomes a minister. 

48. 
W. The peer takes the minister. 
B. The king takes the peer. 

49- 
W. The minister takes the peer and gives checl?, 

B. The king at tjje white minister's ad square, {k) 

. Remarks. 

j(/) For some of the mon^s commented on, wc were in 
dotibt wheiJier the tyro, unaided, could in pai&ng have ac- 
counted : of this, and t^ following ones^ we are per- 
suaded he will at once see the reason. 

{k) As check-mate is unavoidable, it is a matter of in- 
difference what moves he makes. . He adopts those which, 
^ill put off the evil longest. We set them dow|i merely 
that the game may not seem unfinished. 

W; The 



Digitized by 



Google 



A TREATISE ON CHESS, ^J 

50. 

W. The peer at the black minister's square, giv^ 

ing check. 
3B. King at the white minister's bishop's 2d square. 

51- 
W. The peer checks again. 

B. King at the white minister's 3d square. 

W* The minister at his bishop'? 3d square, giving 

check. 
B. The king removes. 

S3* 
W. The peer checks. 

B. The king at the square of the white minister. 

54. 
W. The peer at his king's square, giving check- 
mate. 

The move at which the fortune of the blacks 
jbegan to decline, and at which a back-game may 
with most interest be taken up, is that where the 
minister takes the white knight (couplet 23). At 
the moment before (numbers and force considered 
apart from position) the advantage was on their 
side. What followed this move will impress 011 
|Jie student, that whenever an adversary seems to 
pxpose a piece to capture without securing an 

equivalent. 
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equivalent, or without securing a proper one [the 
reprisal which the white bishop might have made 
on the black knight, as it would have spoilt the 
position of the white pieces, and lessened their 
comparative strength, could not be considered a 
proper one] he must not attribute to accident 
what may be the effeft of design, and take the 
exposed piece without hesitation. If the player 
he is contending with be not contetnptible, it is 
rather to be suspe6led that he has, as the player of 
the whites had in the present case, some ambus- 
caded motive for losing the piece : whether he 
has or no, it behoves the student, before taking it, 
well to examine. 

The game just ended, affords occasion likewise 
tp observe, that sudden incursions on the adver- 
sary's pieces are only to be made with caution. 
The 13 th move of the blocks, the difficulty with 
which the minister retreats, and his bemg once 
within an ace of capture, very forcibly suggest 
this maxim. Of this move, however, we do not 
mean to impeach the lilipropriety. 

At the loth move, to have afted more systema- 
tically, the black bishop should have stopped at 
the 4th square of the bishop of his king. In the 
counterstep to this and the other moves, the 
whites, too, might have afted more systematically: 

hut 
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but as wc mean to give separate examples of that 
kind of play, from which these are* deviations, 
and as many of the intervening moves are pro- 
perly consequent one of the other, it will not be 
necessary to begin any variation of the last ex- 
ample at an earlier move than the ist of the a jd 
couplet/ 



In the mean time 'to give the reader a more 
cxaft idea of the jpowers, and, deducive from 
thence, the values of the pieces, we lay before 
him the following scale : 

2^ 1] i4> 

9> ll [28. 

With respeft to attack and defence, the fa* 
culty of standing still, and of moving, and ex- 
tent of aftion, the powers of the commoner, the 
knight, the king, the bishop, the peer, and the 
minister, are to each other in this proportion. 
^The values of all the pieces, except the king 
and commoner, are commensurate with their 
powers. 

The nature of the game puts the king's value 
above competition. 

^ The 
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The value of every commoner, taking into 
the account the probability of his becoming a 
capital picce> is on the average about 5,^* 



It may not, perhaps, be puerile, here to take 
notice, that the move of the minifter, while, 
from the fliare of buttle attached to his office, it 
is more extended, in the mode of it, exaftly re- 
sembles the move of the king. 



EXAMPLk 



Digitized by 



Google 



A TREATISE ON CHESS. 57 

EXAMPLE VI. 

THE "PRECEDING GAME CONTINUED FROM THE 
TWENTY-SECOND COUPLET. 

COUPLET 23. 

W. The minister at his knight's 3d square. 
B. The knight at his peer's 3d square, {a) 

W. The bishop at the black mhiistcr's 4th 

square. (^) . . 
B. Minister's knight's commoner i square, {c) 

W. King's bishop's commoner i square. (//) 
B. Minister's peer's commoner 3 squares. 

W. Mi- 

Remarks. 

{ci) His standing before the commoners on this side is 
of no consequence, as their only use will be to obstru£k 
the white ones: those on the other side are what this 
plajrer must expedl to promote. The only other way of 
preserving this knight, moving the black minister to the 
1st rank, would have been a bad step. 

{It) He would have been safe before the black minister ; 
but by thus threatening check-mate he gains a move, and 
is in a better position. 

(c) The king must not only not move into check him- 
self, but no piece must move so as to expose him to it; 
therefore, if, instead of this, the bishop's commoner had 
been moved a square, the white bishop might have taken 
his assailant with security. 

{d) To keep the black knight from checking the king. 
I ^ Had 
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26. 

W, Minister'^ peer's commoner 2.aquire;s. 
B. Peer at his king's bishop's square. (<?) 

W. The king at his peer's 3d square. (/) 
B. Knight at his bishop's 2d square, {g.) 

28. 
W. King's knight's commoner i square, 
B. Knight at his king's 4th square. 

Remarks. 

Had this commoner been moved any further, the black 
knight, at the white knight's 4th house, supported by his, 
minister and the peer's commoner, would have totally ob- 
struded him and his companions. 

(r) As, from the impendence of the white minister and 
bishop, the protection of both the knight and the peer is 
necessary to the commoners on the other side moving for-« 
ward with safety, this player is about to transfer them there. 

(/) To sustain the peer's commoner when that of the 
knight moves forward. 

{g) He could not get to the square he is going to with- 
out first coming here ; to protect him in this first stage of 
his gambitf, was the chief reason of placing the peer where 
he is. < 

t A gambit is an indireft and roundabout movement, by 
several intermediate steps, to a particular square. In a larger 
sense, a gambit is a game mostly made up of such movements; 
it, perhaps, includes the idea of one player being quickly cir- 
cumvented. 

W. Knight 
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29. 

W. Kjiight at the black king's knight's 4th 

square, {b) 
B. King's peer's commoner i square. 

W. Knight at the black king's 3d square. 
B. Peer at the minister's bishop's ist square. 

W. King's bishop's commoner one square. (/) 
B. Knight at his minister's 2d square. 

Remarks. 

(h) He moved to save the king's bishop's commoner^ 
now amply protefted. The pieces are so arranged, you 
«ee, that if the black player was to begin exchanging, the 
white one would have the last capture. At the time of ob- 
serving (g) the reverse was the case. 

(/) Commoners, as they are pushed on, increase in va- 
lue. Of a set of commoners, one, at least of which you 
are striving to promote, neither should, if possible, be 
moved without having a piece to proteft it, even should 
no enemy be at hand 5 for a sudden occurrence, the same 
which may prevent you from providing for his safety, may 
bring an adversary in a position to command him. But 
though this commoner, as thus moved, is in the predica- 
ment of having no support, it would have been still worse 
to have stirred any other ; if the peer's conditioner had ad* 
vaiiced a square, the knight's commoner of the blacks, by 
advancing two squares, might have completely^ blockaded 
all three. . A slouf-and^sure player, however, instead of 
moving either, would have placed the king behind that of 
the knighf. 

W. Knight 
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W. Knight at his minister's 4th square, {k) 

B. Minister at the king's bishop's 3d square. (/) 

W. The knight gives check. 
B. The king at the peer's square, 

34- 

W. The knight at the black king's 2d square 

discovering check. 
B. The bishop's commoner covers the check. 

W. The knight takes the peer. 

B. The commoner takes the bishop. 

W. The minister takes the commoner and gives 

check. 
B. The king removes. 

RefitaT'ks. 

(i) This move than prevents the black commoner's be- 
ing advanced upon the bishop. 

(/) He could not do better. If the black bishop's com« 
moner had been moved against the bishop, the white 
knight would have taken him. If the peer had taken the 
knight, the bishop would then have taken the peer. Comr- 
binations, such as these, may be carried to a very great 
extent, and very much try the fkill of the player. 

W* The 
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W. The minister takes the knight. 
B. 'The minister at the white minister'* bishop'9 
3d square, giving check, (w) 

38. 
W. The king at his peer's id square, 
B, The minister takes the knight. 

39- 

W. The minister takes the minister. 

B. The king takes the minister* 

40. 
W. The king's bishop's commoner i square. 
B, The minister's knight's commoner i square, (») 

W. Thq 

Variation. 

(m) This minister takes the king's bishop's commoner. 

38- 

The white knight takes the commoner. 

The black minister at the white king's 3<1 square, giving 

check. 

39- 
The white king removes. 

The black minister takes the knight. 

The white minister takes the commoner— ^-and so on.. 

The result is, as it will be of the present way of mov-* 
ing, that the black king is check-mated, 

JHemarks. 
{n) Nothing better could be done than to offer this. 
(Paradoxical as it ma/ s^em to the unpractised reader^ if the 

three 
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W. The king*s knight's commoner i square, {o) 
B. The minister's knight's commoner takes the 
commoner. 

W. The 

Remarks. 

three commoners on the minifter's side of the board were en- 
tirely away, the player of the blacks would be better off. By 
moving his king to intercept the white ones, and by judlciouil^ 
managing his own, he might then, and the other coald not 
help it, so exchange one for one, that to the white king and 
single commoner left, his own would at length stand opposed 
in the manner described at the end of Seflion xxx; the conse^ 
quence of which would be, that the adversary, to avoid a fble^ 
would resign his commoner, content neither to beat nor be 
beaten. But, circumstanced as he now is, the player of the blacks 
would be soonest check-mated on the interception plan. We 
will suppofe him to have gone upon it, and to have arrived at 
the point jufl mentioned. The white king instead of surren- 
dering his commoner, closely supports him, leaving the black 
king without a move, and, but for having other pieces, in a 
ftale. Then follows the move we are stopping at. The white 
commoner takes the commoner, and leaves the black minister's 
peer's a free passage. The white commoner gets to the pro- 
motion line a move belbre his rival, and at the moment of do« 
ing so, gives check-mate.] 

{o) It is better' now to lose a commoner than a move, If 
the minister's peer's commoner were to take the black one, 
the other player would make a minister first : the black 
minister's peer's having, then nothing to interrupt him, 
would be virtually a move before either of the other white 
gnes; and as to the capturing commonerj then in the 

knight's 
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42. 

W. The king's bishop's commoner i square. 
B. The king's knight's commoner takes the 
commoner. 

43- 
W. The commoner takes the king's peer's com- 
. moner. 
B. The minister's knight's commoner i square. 

44. 
W. The king's knight's commoner i square, 
B. The minister's knight's commoner i square. 

45- 

W. The commoner becomes a minister, and 

gives check. 
B. The king at his minister's knight's 2d square, 

W. The minister takes the commoner. 

B. The minister's peer's commoner i square. 

47. 
W. The minister at his knight's 2d square. 
B. The king moves obliquely to his right. 

Remarks. 

knight's file, the black king need not lose the time of one 
step to keep him from promotion. 

Though at the risk of dividing the reader's attention, 
we have been fuller on the part just preceding, in order 
that it may serve as a precedent for cases not exaftly simi- 
lar. The moves after this, however, will require no re- 
mark from us. 

W. The 
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48. 

W. The minister takes the commoner* 
B* The king moves to support his remaining 
commoner. 

49. 

W. The minister at his peer's jd square. 
B. The king where he can support the commoner 
without being checked. 

50; &c. 

When the minister made the last capture, the 
game was virtually ended. If, however, the 
player of the blacks is obstinate enough ftill to 
continue it, the following is the moft summary 
way of mating him. 

From 50 to 54, the white king crosses toward 
his minister; the black king in the mean time 
moving backwards ^nd forwards in the same 
two squares, so as to prevent the minister, who 
remains inaftive, from taking his commoner: 55, 
(the white king being at his minister's bishop's 3d 
square) the minister gives check ; the king re- 
moves : 56 to the end, the minister takes the com- 
moner, and in concert with his king, gives check- 
mate. 
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EXAMPLE VII. 

A SECOND BACK-GAME TO EXAMPLE V. TAKEN UP 
AFTER THE 24th COUPLET OF EJfAMPLE VI. 

COUPLET 25. 

W. The king's bishop's commoner i square. 
B. The knight at his bishop's 4th square. 

25. 

W. The king at his peer's third square, (^d) 
B. The knight at the white minister's 4th* (Jf) 

27. 
W. The minister at his 3d square. (^ ) 
B. Minister at his kmg's 4th square, {d) 

28. 
W. Knight at his minister's bishop's 3d. (j) 
B. Minister's bishop's commoner i square. 

B-emarks. 

[a) Combining with his knight's, in support of bis 
peer's commoner* 

{b) Instead of supporting his right hand commoner from 
behind, as he did in the last game, in order to urge them 
on the white minister and bishop — a plan that was found 
unsuccesful-— this player is now endeavouring to remove 
the white minister and bishop in the first instance. 

(r) To save himself and the commoner* 
(^ Chiefly to preserve his knight. 
{^) To protcdt the bishop. 

K W, King's 
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29. 

W. King's bilhop's commoner i square. 
B. Minister at his king's bishop's 3d. 

30. 
W. The bishop at his king's 4th square. 
B. King's peer's commoner i square. (/) 

W. The minister at the square of his king's 

bishop, {g) 
B. Minister's knight's commoner i square, 

32. 
W, King's bishop's commoner i square. 
B. The king at his minister's knight's 2d. (i&) 

W. Minister at his king's bishop's 4th. 
B. The king at his minister's knight'a 3d. 

Remarks. 

(f) Commoners, whose only use is obstruftion, can 
seldom promote their objed by moving forwards* — ^and 
therefore, while there is any thing to do in another quarter, 
they should in general only be moved, as this has been now, 
for self-preservation. 

{g ) To support the bishop's commoner in his next move. 

{h) In employing only the king to escort his common- 
ers, to which he is at present adequate — and keeping the 
peer as an ambuscaded check to the advancement of the 
white ones — this player afts very rightly. 

* When those they ai'e to stop are more than ^ step off, 
they never can. 

■•W. Mir 
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W. Minister at his king's knight*s 4th. (/) 
B. Minister's peer's commoner 2 squares. 

W. The minister at the black king's peer's 4th 

square. 
B. Minister's peer's commoner i square. 

W. King's knight's commoner i square. 
B. The king at his minister's peer's 4th. 

37- 

W. King's knight's commoner i square. 

B. The same, (k) 

Remarks. 

(/) The white commoners are very critically . situated, 
for they can hardly move without committing themselves. 
Had the knight's advanced a square, and his immediate 
opponent two squares, an uncompensated loss would have 
been inevitable ; so that this move of the minister, though 
not the most obvious, is, perhaps, the best that could be 
made. 

{k) This is far better than moving the minister away. 
When one is sure of promoting a commoner before the 
adversary-^— if an occasion of exchanging minister for mi- 
nister does not offer, it ought to be sought — that the pre- 
ponderance which the promoted commoner will give, may 
be as great as possible. 

W. Mi- 
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38. 

W. Minister takes the commoner of the black 

knight. (/) 
B. The minister takes the minister. 

W. The commoner takes the minister. 

B. The king's peer's commoner takes the knight's. 

40. 
W. The bishop at his? minister's 3d square, (m) 
B. Minister's knight's commoner i square. 

41. 
W. The knight at his king's 4th. 
B. Minister's knight's commoner i square. 

42. 
W. Minister's peer's commoner takes the com- 
moner. 
B. Minister's peer's commoner one square. (;r) 

Remarks. 

(/) This, and not the reverse, that his commoners may 
not be doubled, or two in a file — ^which, had he taken the 
minister,- would have been the case. Doubling commons 
U chiefly to be avoided, when, as here, there would be no 
commoner in an adjoining file : when there are others to 
support them,^ it is an evil so evanescent, that no sacrifice 
ought to be made to prevent it. 

(m) To make way for the knight.- 

(n) If he had taken the commoner, the critical square 
would haye been within the range of the white bishop. 

W. Knight 
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43- 

W. Knight at the black kiiig*s biihop's 3d. 
B. Minister's peer's commoner i square. 

44. ^ 
W. King's knight's commoner i square. 
B. The peer takes the commoner of the white 
peer, and gives check. {0) 

45- 
W. The king at his knight's 3d square. 

B. The commoner becomes a minister. 

45- 

W. The commoner becomes a minister. 

B. The minister at the white king's knight's 

square, giving check-mate. 

Remarks. 

(0) The peer's forbearing this capture thus long, is an 
exemplication of rule 21. If it had been material to pre^ 
vent the white player from having a minister, the peer 
would have moved along his own rank somewhere to the 
left, resting out of the knight's reach ; and on the white 
commoner's becoming a minister, would have exchanged 
himself for him. 



SECT. 
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SECT. III. 
EXAMPLE Fill. 

THE BEGINNING OF A GAME. 
COUPLET I. 

W. THE king's commoner 2 squares 

B. The same. 

2. 

W. The king's bishop at the minister's bishop'sr 

4th square. 
B. The same. 

3. 
W. The minister at the black king's peer's 4th 

square (a) 

B. The minister at his king's 2d. [b) 

W. King's 

Remarks. 

(a) In this example, and the rest that make up tho 
section, which after the 2d move are very different from 
those that go before, it is rather the movements of the 
blacks than of the whites that are proposed for imitation. 
The mode to be pursued by one player, depends in a great 
measure on that pursued by the other : we have therefore 
given these, that the tyro might not be surprised into a 
defeat, or uncompensated loss, if an opponent, having the 
first move, should at the 3d couplet take the same step 
that the whites have done here — z, step of that funda- 
mental kind, that the future zspcSt of the game is influ- 
enced materially by it. 

(h) He thus prevents the white minister, as well from 

taking 
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W. King's knight at his bishop's 3d. 
B.. Minister's commoner one square. 

5- 
W. Knight at the black king's knight's 4th {c) 

B. King's knight's commoner, i square. 

6. 
W. The bishop takes the commoner and gives 

check. 
B. The king at his minister's square, 

7- 
W. The minister at his kipg's peer's, 4th. («?) 

B. King's knight at his bishop's 3d. 

8. 

W. King's bishop's commoner i square. 

B- The knight takes the king's commoner. 

Remarks. 

taking the king's, as from giving check-mate by taking the 
bishop's commoner. 

The reader will observe, that the game 
might be finished at the 4th couplet j which is 
the earliest termination it can well be made to 
receive, and is called the scholar* s-^maU. 

The fooVs^mate is given in two couplets, or 
by the second move of the second pUycr. 

[c) The objedl of the white player now is, either to 
snatch a piece and retire, or, by the sacrifice of a knight 
or a bishop, make a gap or two in the black commoners. 

{4) The f-emainin^ moves, we believe, will declare 
themselves. 

W. The 
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9- 
V/. The commoner takes the knight. 

B. King's peer at his bishop's square. 

lO. 

W. The bishop at his ministet's bishop's 4th. 
B. King's bishop at the white king's bishop's 2d 
square, giving check. 

n. 
W. The minister takes the bishop. 
B. The peer takes the minister. 

12. 
W. The king takes tlie peer. 
3B. The minister takes the knight, &c, &c. (e) 

Remarks, 

(e) As the forces of both are at par, or nearly so, ^d 
the intricacies consequent on the 3d, 4th, and 5th steps 
gotten over, it is not essential to our purpose to proceed 
any further. If the reader likes to pursue the subjeft, the 
economy of the commoners and other pieces throughout 
the rest of the game is not very different from the finish- 
ings in Section II. In the mean time we submit to him 
some variations, all of which, however, as soon as the 
blacks are equal or superior to the whites, and the future 
moves of both, independent of those that have preceded, 
will, like this, be discontinued. 



. EXAMPLE 
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EXAMPLE IX. 

iigimmg afier the Sixth Coi^Ut e/^ExA&lPLB VIIL 

COUPLET 7» 

W, The minister at his king's peer's 4th. 
B. Kmg's peer's commoner i square. 

8. 
W- The bishop takes the knight's commoner* 
B. The minister takes the knight. 

9- 

W. The minister takes the minister* 
B. The commoner takes the minister, 

10. 
W. Minister's commoner i square. 
B. King's knight at his king's 2d, • 

II. 
W. The bishop at the black bishop's 2d; 
B. King's peer at his bishop's square. 

12. 
W. The bishop at his minister's bishop's 4th. 
B, Minister's bishop takes the commoner and 
gives check, 

W. The king at his 2d square 

B. Kmg*s knight's commoner i square. 

L W. King's 
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14. 

W, King's peer at his bishop's square (a) 
B. King's knight's commoner i square. 

■ 15. - ■ 
W. The commoner takes the commoner. 
B. Minister's bishop at the black king's knight'* 
4th square, giving check. 

16. ' 

W. The king at his minister's ad. 
B. The king at his I st square. 

W. Minister's knight at his bishop's 3d. 
B. The bishop takes the commoner. 

18. 
W. The peer takes the peer. 
B. The king t^kes the peer. 

W. The knight at his king's 2d 

B. The bishop at the black peer's 4th. 

20. 
W. Minister's bishop's commoner i square, &c. 

Remarks. 

(a) Owing to this, the black bishop cannot mor» 
without exposing the peer. To save his bishop, and the 
knight's commoner, or to lose neither without a recom- 
pense, will require the black player's utmost skill. 

EXAMPLE 
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. EXAMPLE X. . . . 

Beginm^ nfierthe Ninth Cofifiet of Example IX* 
COUPL^JT. 10. 

W. The bishop at the Wack Jbishop's 2d square . 
B. Khig's knight at his peer's jd, . 

ii. 
W. The bishop at hi3 minister's bishop's 4th. 
B. The knight at the black knight's 4th. 

• 1-2.' - • . - 

W« Kbg's bishop's commoner one 3quare (a) 
B. The knight takes the peer's commoner.^ . 

13- 

W.* The king at his minister's square {li) 
B. Minister's knight at his bishop's 3d* (c) 

Remarks. 

(a) The white player must lose one of the Gomqioxiers 
without a recompensej and had he suffered this to be 
taken, he would have lost two — because the knight 
would then have attacked the king's comn>oner and peer, 
Jboth of whom could not have been saved, ^ . . . ' 

(b) If the king had not removed, the black knight 
would have given check, by taking the bishop's commor 
ner j the consequence of which would have been,'that the 
peer as well as the commoner, would have been lost ifor 
the mere knight. Now the knight cannot remove with- 
put exposing his own peer, 

(c) Of his gambit, which he may not have occasion to 
' fiiHSb, the , objed: is, to support the black .peer yrhen the 

ipther knight r<^noves. 

W. Minister's 
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W. Minister's commoner one square. 
B. King's knight's commoner one square. 

15- 
W. Minister's bishop at the black king's knight'$ 

4th, giving check, 

B. The knight covers the check, 

16, 
W. The bishop at the black bishop's 3d. 
B, The commoner takes the commoner. 

17. 
W. The bishop takes the peer. 
B. The commoner one square. 

18. 
W. The kmg at his 2d square. , 

B. Minister's bishop ^ives check. 

19. 
W. The king at his minister's ad. 
B. The con^moncr becomes a minister. 

20. 
W. The peer takes the minister. 
B. Thp knight takes rhe peer and gives checl^. 

W. The king at his ist. square. 

B. The knight at the white knight's ^d, &c. &c. 
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EXAMPLE XL 

beginning Jiki the last, afitr the Ninth Couplet c/ExAMfLt IX. 
COUPLET 10. 

W. King's bishop*s commoner one square. 
B. The king at his 2d square. 

. II. 
W* The bishop at the black king's bishop's 4th (a) 
B. The bishop takes the bishop (i) 

1.2. 
W.^The commoner takes the bishc^ 
B. King's knight at his peer's 3d. 

W. K^ing's knight's commoner 2 squares. 
B- The knight takes the ist commoner ia *hc 
king^s bishop's file. 

Variation, 
{a) {h) Variation. 

II. 
liV. King's knight's commoner X s^^es. 

B. The king at his bishop's 3d. 

11. 
W. The bishop at the black bishop'3 4th. 
B. The bishop takes the bishop (3), &c. 

Remarks. 

(i) H^4 the black playervfuffered the white biihop to take 
|ku bishop> moving out his knight in order to capture him with 
his peer, he would be unable to break the white commoners. 

W. The 
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14. 

W. The commoner ttikes the -knight 
B. Kmg's peer at his bishop's square, 

^ '■•• -'•■ ■ 15- •- 

W. Minister's commoner i square, 
B. The peer takes the commoner, 

W, King's peer at his biishop's square, &c. &€• 



EXAMPLE 
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EXAMPLE XIL^ 

Bepnnin^ afiir ti^S^^k Cw^kt of Bx ample IX. 
CPUP.J.ET 8* 

W. The fcnight at the blacks king's ,3d square, 

giving check. . 
B. The bishop takes the knight. 

W* The minister takes the minister. 
B. The king takes the tnimstcr. 

lO. 

W. The bishop takes the commoncn • . 
B. King's peer's commoner i square. • 

II. 
W. The bishop at the black bishop's 4th. 
B, The bishop takes the bishop. 

12. 
W. The commoner takes the bishop. 
B. King's knight at his peer's 3d. 

W. Minister's commoner, i square. 

B. The knight takes the commoner, &c. &c. 

A better mode to be pursued by the blacks 
^an aAy yet exhibited, is the following. 



EXJMPIE 
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EXAMPLE Xlli. 

Agimting at the Ftfih Couplet ofKxkUVht, VIlL 
COUPLET 5. 

W. K-night at the black king's knight's 4th, 
B. King's knight at his peer's 3d. 

6. 
W, The bishop takes the commoner^ and gives 

check, 
B, The knight takes the bishop. '- 

W. The knight takes the peer's commoner* • 
B. Minister's knight at the minister's 2d. 

8- 
W. King's peer's commoner 1 square's. 

B. Minister's knight at the king's bishop's 
square. (^) 

9. 
W. King's knight's commoner i square. 

B. The peer takes the knight. 

10. 
W. The minister at his home, &c. &c. 

Remarks.^ 

{a) The player of the white knight^ feeling his infe- 
curity, would be glad to exchange him j therefore had 
this knight gone to the bishop's 3d square instead of the 
ift, the white one would have taken him. The white 
knight, by giving check, would have afforded his minis- 
ter time to remove from the peer. 

EXAMPLE 
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EXAMTLE XIF. 

i^tning afitr the Sevintb Coi^let ^^ExiLiiPLB XIII. 

COUPLET 8. 

W. Minister at the black king's knight's 3d. 
B. Minister at the white king's peer'3 4th. {a) 

W. Knight's commoner i square. (Jh) 
B. The minister takes the knight. 

10. 

W. The minister takes the minister. (0 
B. The peer takes the minister, &c. &<i. 

Remarks. 

[d] if, instead of this, the black knight had moved, as 
\ti the 8th move of the last Example, the whit^ knight 
would have taken him. 

{b) If the white player had neglefted this move to take 
the commoner in his minister's power, the black miniitef , 
in addition to the bishop's commoner, by afterwards fuc- 
cessiv^ly chocking the king, might have taken two or 
thiiee other commoners, without suffering the white 
knight ta escape. 

{c) It was not a matter of indifferehce whether he ex- 
changed the minister or not : if he had not, he must have 
lost the king's commoner uncompensitted, 

M GENERAL 
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GENERAL REMARKS* 

ON the part of the blacks it is to be observed, 
that the result of the two last ways of moving, 
though something more in their favour than the 
result of any of the others, is not so decidedly 
superior as at the first view it may seem. The 
white player's having preserved all his com- 
moners entire is a circumstance that almost 
counter-balances his disadvantages ; for to pre- 
vent one of the three commoners on his king's 
side from becoming a minister, the other player 
must exchange for them, at least two knights 
and the 'commoner opposite : Suppose these 
changes to have taken place, and the difFexencc 
in favor of the blacks will be very inconsi- 
derable. 

With respeft to the propriety of the . reader's 
opening the game in this way, when his having 
the first move puts it in his power, we know but 
one case in which there would be any — When 
there is any reason to think, that, from the an- 
tagonists estrangement to it, notwithstanding his 
having had some praftice, the triumph of beatr 
ing him in four moves might be attained *. In 
such a case, as there is a probability of snatch- - 
ing a piece on it's failure, and as no decisive loss 

• If he is a very youDg player, it will be no triupiph, 

is 
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is to be apprehended if one is even defeated in 
that, it cannot be VQty impradcnt to try it. 
Another consideration which, in such a case, 
lessens the impropriety, is, that if you meet with 
success, either complete or pvtial, the adversary, 
at his turn of moving first, may be induced to 
adopt the same mode, which most probably, 
from its novelty, will to him be disastrous. As 
soon as it ceases to profit, or if it fails in the first 
instance, it will of course be instinftivcly iic- 
signed. 

A deviation on this plan, from the maxim, 
" Never count on the mistakes of your adversary^ 
*' or aft as if you expcfted him to adopt measures 
** diflferent from those which you would adopt 
*' in his situation," is, perhaps, the only kind of 
pne not very reprehensible. 



3ECT. 
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SECT. IV, 

BX4MPIE XF. 

COUPLET I. 

W. KING'S cottimonef 2 squares, {a) 
B. The same. 

2. 
W. King's bishop at minister's bishop's 4th. 
B. Minister's bishop's commoner 2 squares, {h) 

Remarks, 

{a) That this move should precede all the others, is 
right in theory as well as in pra£li?e^ We add the folr 
lowing, which is jnore definite, to the reasons direilljr of 
jndirciftly already dropt for it. The peers are useless at 
the beginning of the game, — the knights, to step out, re- 
quire no commoner to be moved,-— the bishops cannot 
render their immediate fervice without an opening ; — the 
advancement of the king's commoner 2 squares, which 
leaves the king's bishop and minister at liberty to aft, 
without exposing the king, either in front or obliquely, 
is therefore diftated by propriety, as the preliminary 
movement. 

{b) This move, in these circumstances, may now and 
then be used with advantage as a change, instead of that 
which places the king's bishop a^ the same square ; it 
will, though the adversary has the firft move, prevent 
him from getting two commoners a-breast in the centre — 
and if he be unused to it, rather confine and disconcert 
his other operations : at the same time, your own king's 
bishop will, in some degree, be cramped by it 

W. Kmg's 
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W. King's knight at his bishop's 3d. f 
B. Minister's knight at his bishop's 3d. 4. 

4- 
W. Minister's bishop's commoner i square. 

B. King's knight at his bishop's 3d. f 

5- 
W. Minister's cammona* i liqusrc. 4- 
B. Mijaister's peer's commoner 1 square. 

6. 
W. Minister's bishop at his king's 3d. 
B. Minister's knight's commoner 2 squares. 

7- 
W. King's bishop at minister's knight's 3d. 

B. Minister's bishop's commoner i square. 

8. 

W. The commoner takes the commoner. 

B. The king's knight takes the commoner. 

9- 

W. The commoner takes the commoner. 

B. The commoner takes the commoner. 

10. 
W. Minister at his 3d square, f 
B. Kind's knight at the minister's 3d, {c) 

Remarks. 
(r) Saving himself and the commoB^r. 

t+ The moves, with these marks, will be found cither to 
or toparrv. 

W. King's 
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II- 

W. King's bishop at the black minister's 4th. (rf) 
B. King's commoner i square. 

12. 
W. Minister at his king's 2d. 
B. The commoner takes the knight. 

W. The minister takes the commoner. 
B. King's bishop's commoner i square, (e) 

14- 
W. King's bishop takes the knight. 
B. The commoner takes the bishop. 

15- 
W. The mmister takes the commoner ?nd gives 

check. 

B. Minister's bishop covers the check. 

16. 

W. Minister at his king's bishop's 3d square. (/) 

B, Minister's bishop at his king's 3d square, f {£) 

W. Mi- 
Remarh. 

[d) With a view to take the king's commoner with his 
knightj which would be secured from the black one by 
the ambuscade on the peer; and if he be disappointed in 
the way he expefts with another view. 

{e) To save the king from check-mate. 

{/) This player's objeft-now will be to prmnote the 
commoner or his minister's side as soon as he can* 

[g) This player having no commopers which heiuis 

any 
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W, Minister's peer's commoner i square. + (b) 

B. Minister's knight's commoner i square. 

1.8. 

W. Minister's bishop's commoner takes the com- 
moner. 

B* Knight at the white minister's bishop's 4th. f 

19. 

W. Minister at the black minister's bishop's 3d, 
giving check. J 

B. The king at his bishop's 2d. 

!20. 

W. Minister's bishop at his ist square. ^ (i) 
B. King's bishop takes the commoner and gives 
check. 

Remarks. 

any prospeft of promoting, at least while those on the 
adverse king's side remain unbroken, cannot do better 
than, by availing himself of his superiority in other pieces, 
endeavour to snatch some of the commoners of the adver- 
sary ; attacking him first on one side, then on the other, 
and bringing two or three pieces to bear upon one. 

{h) If the knight's commoner, with a view to save 
this, had moved a square,, the black bishop would have 
taken the knight's commoner. 
\i) To save himself and the knight's commoner. 

^t The moves with this mark, will be found not dire^lly to 
parry « menaced blow; but merely, by jnaking a counter at- 
tack^ to suspend its execution. 

W. The 
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W. The king cldsdtt. 

B. Mift»tef\ bkhop it minister's 3d. 

22. 
W. Minister at his king's bishop's 3d. 
B. Minister at his bishop's ad. f 

W. King's knight's commoner i square. J- 
3R. Minister's peer at the square of the minister's 
knight, f 

24. 
W. Minister at his king's ad. \, 
B. Minister's bishop at minister's 4th. 

W. Knight at his bishop's 3d. t(*) 

B. Minister's bishop at minister's knight's 2d. ^ (/) 

26., 
W. Minister's peer's commoner i square. 
B. Knight at his kmg's 4th square. 

27.^ 
W. Knight at the black minister's knight's 4th. f 
B. Minister at the bishop's 3d. J 

Remarks, 
(i) The commoners camiot advance with any safety 
at present. 

(/) This is hardly parrying an attack, it is rather flying 
from it; however, he is only driven to the square to 
which he was gambiting. 

W. King's 
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W. King's bishop'3 commonier i square, {m) 
B. The king's bishop gives check. (») 

W. The king at his ktiight's 2d. 

B. The king's peer at his king's square. {0) 

30. 
W. The bishop at his king's 3d. 
B. The knight takes the commoner. 

W. The peer takes the knight. 
B. The minister takes the peer. 

W. The minister takes the minister, 
B. The bishop takes the minister. 

Remarks,' 
(m) To save the king from check-mate. 
(») The assault of the white knight prevented this 
player from executing the scheme that he intended ; or 
otherwise, instead of giving check with the bishop, he 
would have taken the white king's bishop's commoner 
with his knight. 

{0) When a player has fewer commoners, and more 
superior pieces than the adversary, he should bring as 
many of the latter into play as he can : if he adduce, on 
the whole, but one more piece, and carries on the com- 
bination with skill, the other must give way at last. 

N W. The 
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'33' 
W. The king takes the bishop. 

B, The peer takes the bishop and gives check. 

34. 
W. The king at his bishop's 4th. (p) 
B. Minister's peer at his king's square, (q) 

W. The king at his knight's 4th. 
B. Minister's peer gives check. 

36. 

W. The king at his peer's 3d. 

B. The knight's commoner 2 squares. 

37. ' ^ 

W. The peer at the square of the minister's 

bishop. 
B. The knight's commoner gives check. 

38. 

W. The king at his knight's 2d. 
B. The king^s peer gives check. 

Remarks. 

(p) Of the four squares which he may go into, if he were 
not to take one of the two next his adversary's side, he 
would at the next move lose either a commoner or his 

peer. 

{q) The black player has now virtually won : we shall 
make the rest of the moves as short as we decently can. 

W. Thtf 
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39' 

W. The king at his bishop's ist. (r) 

B. The king's peer gives check at the white bi- 
shop's 2d. 

40. 

W. The king removes. 

B. King's peer at white minister's bishop's 2d, 
discovering check from his bishop. 

41- 
W. The king removes either to his right or left. 
B. The king's peer takes the peer and gives check. 

42. 
W. The king removes. 

B. Minister's peer at the black king's 2d, giving 
check-mate. 

Remarks. 
(r) If he goes to his peer's ist, the black king's peer 
checks him at his first square; and when his peer takes the 
black king's peer, the black minister's peer takes his peer, 
and repeats gheck : he removes ai^d is check^mated. 



EXAMPLE 
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EXAMPLE XVI. 

Fonder of a Climax ^ than studious to avoid an abrupt Elevation, nve 
clofe <witb an Example from Philxdore, 

C0UPX,ET I. 

W. The king's commoner 2 squares. 
B. The same. 

2. 
W. The king's bishop at the minister's bishop's 

4th square. 
B. The same. 

3- 
W. Minister's bishop's commoner i square. 
B. The king's knight at his bishop's 3d square. 

4- 
W. Minister's commoner 2 «quare8 {a) 
B. The commoner takes the commoner. 

Remarks. 

i^d) This commoner is advanced 2 fquares for two im- 
portant ends-— to prevent the adversary's king's bishop 
from playing upon the commoner of this king's bishop; 
and to put the strength of the commoner's in the middle 
of the exchequer, which wc have already mentioned to be 
very conducive to the making of a minister. 

W. The 
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5- 

W. The commoner takes the commoner (^) (c) 
B. King's bishop at ministerV knight's 3d square. 

6, 
W. Minister's knight at his bishop*s 3d square* 
B. The king closets. 

7. 
W. King's knight at his king's 2d square (J) 

B. Minister's bishop's commoner i square. 

Remarks. 

(k) With respect to the two commonersat the 4th squares 
6f the king and minister, this player having attained his 
object so far, will not push either of them any further at 
present : when the adversary proposes to change one for 
the other, he will move forwards the attacked commoner* 
Jt may be observed here, generally, that all commoners 
sustained like these in a front line, tend greatly to hinder 
the adversary's pieces from entering your game, or taking 
an advantageous post* 

(c) If the black bishop gives the white king check, the 
white player will, with his bishop, cover ihe check — ^should 
the black bishop then take the white one, the white knight 
will take him, and give support at the same time to his 
king's commoner, otherwise unguarded: but probably the 
black bishop will retire, because a good player strives to 
keep that piece as long as possible* 

(^) Before the bishop's commoner has advanced two 
squares, you must never play the knight at the bishop's 
3d, when it will answer the purpose to play him any where 
j£lse. Thus an unnecessary obstruction may be avoided. 

W. The 
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8. 

W. King's bishop at the minister's 3d. {e} 
B. The minister's commoner 2 squares. 

9- 
W. The king's commoner i square. 
B. King's knight at his king's squarfe. 

10. 
W. The minister's bishop at his king's 3d square. 
B. The king's bishop's commoner i square. (/) 

W. Minister at his 2d square (^) 

B. The 

Remarks, 

(e) He retires to avoid being attacked by the Gomtnoner 
of the black minister, which would force the white player 
to take it with his own ; this would very much too diminish 
the strength of his game ; and, by breaking the centre com- 
moners, entirely spoil the project of making a minister of 
one of them. 

(/) He plays this commoner to give an opening to his 
king's peer; and this the other player cannot hinder 
whether he takes it or not. 

{g) Had this player taken the commoner offered him, 
instead of playing his minister, he would have been guilty 
of a great inadvertence, because bis king's file would then 
have been without a commoner; but now, if the othe^ 
player takes his king's commoner, that of the minister can 
supply it's place J in which case the king's bishop's commo-f 
ner is afterwards to sustain the latter. These two com- 
moners will then undoubtedly win the game, because tho 

black 
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B. The king's bishop's commoner takes the com- 
moner (i^) ' 

12. 

W. The minister's commoner takes the com- 
moner. 

B. Minister's bishop at his king's 3d square (/) 

Remarks, 

black player will not be able to separate them without 
losing a superior piece. The result will shew that one of 
them becomes a minister. 

Collaterally, there were two reasons for playing the 
minister in this way — to protect the commoner of the 
king's bishop; and to sustain the minister's bishop. Had 
this player suffered the latter to have been taken, he would 
have been obliged to take the black bishop with his king's 
bishop's commoner, by which his best commoners would 
have been divided, and the game irretrievably lost. 

(h) In pursuance oi his project of bringing the king's 
peer into aiSlion. 

(1) To protect his minister's commoner, and with a 
view by and by to push forward that of his minister's 
bishop. 

Observe, this player might have taken the white bishop, 
without prejudice to his scheme, but he chuses rather to 
let the adversary take his, in order to get an opening for 
his minister's peer, though he suffers to have his knight's 
commoner doubled by it : but, in confirmation of what has 
been already observed, let it be noted, that a doubled com- 
jnoner is no ways disadvantageous, when there are com- 
moners on the adjoining files. 

W. King'$ 
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W. King's knight at his king's bishop'a 4th 

square {k) 
B. Minister at his king's 2d squaiie. 

H. 

Wi The minister's bishop takes the bishop (/) 
B. The commoner takes the bishop. 

W. The king closets with his peer (m) 

B. Minister's knight at minister's ad squai'e*' 

16. 
W. The knight takes the bishop. 
B. The minister takes the knight. 

Remarks. 

(k) He makes this attack on the black bishop, in order 
either to take it or have it removed. As the king's com- 
moner does not at present want the knight's protection, 
there is no impropriety in this temporary desertion. 

(/) As it is always dangerous to let the adverse king's 
bishop command the diagonal of your king's bishop's com- 
moner, and as it is likewise dangerous to receive from that 
piece an attack of any kind ; it is neceflary not only timely 
to oppose him with the minister's bishop, but you must 
dq>rive the adversary of him as soon as you conveniently 
can. 

(A) He closets on the king's srde, in order to strengthen 
and protect the king's bishop's commoner, which he 
will advance two squares as soon as the king's commonett^ 
is attacked. 

W. King's 
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17- 
W. King^s bishop's commoner 2 squares. 
B. The king's knight at the minister's bishop's 
ad square* 

18. 

W, TJic minister's peer at the king's square. 
B. King's knight's commoner 6ne square {n) 

19. 
W. Kmg's peer's commoner i square {0)' 
B. The minister's commoner i square. 

W. The knight at his king's 4th. 

B. King's peer's commoner i. square. (^) 

21* 

W. Minister's knight's commoner i square. 
B. Minister's peer's commoner i square. 

Remarks, 

[n) To prevent the white king's bishop's commoner 
from being pushed upon his minister. 

(o) The king's peer's commoner is played to unite all 
the white commoners together, in order to push them 
afterwards with vigor. 

(p) He plays this commoner to prevent the white 
knight from entering in his game, and forcing his minis- 
ter to remove ; were he to play otherwise, the white 
commoners would have an open field. 

Q W. King's 
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22. 

W. King's knight's commoner 2 squares. 

B. The kifig's knight at the. minister's 4th square/ 

23. 
W. The knight at the king's knight's 3d. (q) 
B. The king's knight at the white king's jd 
square, (r) 

24. 

W. The minister's peer takes the knight. 

B. The commoner takes the peer* 

25. 

W. The minister takes the commoner. 

B. The minister's peer takes the commoner of 

the opposite peer. 

26. 

W. The peer at his king's square, (s) 
B. Minister takes the white minister's knight's; 
commoner. 

W. The 
Remarks. 

(q) This placer moves thus, to enable himself to push 
the king's bishop's commoner next j which will then be 
supported by three pieces, the bishop, the peer, and the 
knight. 

(r) He plays this knight, in order, by breaking the. 
strength of the white commoners, to spoil the adversary's 
projeft, which he undoubtedly will, by pushing the king's 
knight's commoner, unless the adversary prevents his de- 
sign^by changing the white minister's peer for the^black 
knight. 

(j) Timely to prote£l: the king's commoner, who 

otherwise 
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W, The minister at his king's 4th square. 
B. The minister at his king's 3d square. (/) 

28. . 
W. King's bishop's corampncr i square. 
B. The commoner takes the commoner. 

29. 
W. The commoner takes the commoner. («) 
B. The minister at his 4th square, (y) 

30. ^ 
W. The minister takes the minister. 
B. The commoner takes the minister. 

W. The bishop takes the commoner in his way. 
B. The knight at his 3d square. 

Remarks. 

otherwise would be left in want of support, when th^ 
king's bifhop's commoner advances. 

(/) The minister returns to hinder the check-^nate now 
ready prepared. 

(«) Were he not, the projedi laid in the beginning of 
the game would be reduced to nothing ; and his playef 
would run the risk of losing the game. 

{v) He offers to exchange ministers, in order to ruin 
the adversary's scheme of givjing chect^nate with the 
white minister and bishop, 

f W. king's 
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W. Kmg's bishop's commoner i square, {x) 
B. The minister's peer at the white ininister^^ 
knight's 2d square. 

33' 
W. The bishop at his minister's 3d square.. 

B. The king at his bishop's 2d square. 

34. 
W. The bishop at the black king's bishop's 4th 

square. 
B. The knight at the white minister's bishop's 
4th square. 

35' - 
W. The knight at the black king's .peer's 4th 

square. 
B. The king's peer gives check. 

36. . 

W. The bishop covers the check. 

B. The knight at the white minister's 2d square,- 

Remarks. 

(x) Observe here, that when youf bishop runs upon 
white, you must endeavour to keep the commoners upoi\ 
Black, because then the bishop serves to driyc away the; 
adversary's king or peer, when between your commoners; 
and by parity, wh^n your bishop runs black, endeavour 
to have the commoners upon white. Few players have 
made this remark, though a very essential one. 
' \ ' ' ' W. The 
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W. The king's commoner gives check. 
B. The king at his bishop's square. 

38. 

W. The peer at the minister's- peer's square. 
B. The peer at the white minister's knight's 
square, giving check. 

39- 
W. The peer takes the peer. 

B. The knight takes the peer. 

40. 
W. The king at his peer's ad square. 
B. The knight at the white minister's bishop's 
3d square. 

41. 
W. The knight at his king's bishop's 4th square, 

B. The knight at the white king's 4th square. 

42. 
W. The knight takes the commoner. 

B. The peer at his king's knight's 4th square. 

43. 

W. The king's commoner i square, giving check. 

B. The king at his bishop's 2d square. 

44- 
W. The bishop gives check at the black king's 

3d square. 

B. The king takes the bishop. 

45. 
W. The king's commoner becomes a minister ; 

and shortly after his party, receiving afresh ac- 
cession of a peer* wins the game. 

SECT. 
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SECT. V. 



IF the reasons for this chapter's general eco- 
nomy were less obvious than to lis they seem, we 
should no where detail them. To the reader who 
can see them, it is needless : to the reader, or 
class of readers, who cannot, it would be of no 
service. The usefulness of a book, like that of 
the eye, is no way increased by understanding its 
construftion. To disseft the parts of either, is 
the proper ofjice only of those whose profeflioi^ 
is to discover and reniedy defefts. 



SUMMARY REMARKS AND HINTS, WINDING VT 
THE WHOLE." 

IT appears from the last example, that when 
the advantage of having two commoners wel} 
posted in the centre is attained*, it requires a good 
deal of address and ability to make any thing of 
it — -and to surmount the numerous obstacles 
which the adversary can.oppose to the completion 
gf the scheme. This, and its having the property 

* From the able conduft of the black player, we must as- 
sume, that his reason for spftering it to be attained, was a con* 
ception that the movements necessary to prevent it, would give 
hifi skilful opponent, in stfme shape or other, an equivalent adr 
vantage. • • • 

with 
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with most Other schemes, of involving the pro- 
jeftor in ruin' if it miscarries, renders it an adven- 
ture of some risk to the young player, who, per- 
haps, if the adversary was to move, not better, 
but differently, woxild be unable to prevent him 
from breaking in upon his king. The reader, will, 
no doubt, adopt or decline it, as he finds it suc- 
-ccssful or disastrous with different players 3 and 
when he concedes the first move, will connive at 
or obstrud its trial on himself, as it has proved to 
fail or answer before in the hands of the person 
who would praflise it. In opposition to any pro- 
jc6t, to adhere invariably even to the best edited 
forms is not advisable, as it may sometimes in- 
duce a defeat, when an opportune deviation would 
prevent one ; for instance, if you were to imitate 
exadlly the mover of the blacks, in the last ex- 
ample, an inferior player might beat you by rote. 
Though you should derive from edited forms the 
basis of your system, let the superstrufture be 
moulded according to your own peculiar temper 
and talents. Let your movements rather seem to be 
made for the occafion, than to be grafted by whole- 
sale on aheterogeneous stock, as if you wanted that 
promptness which should conform itself to all cir- 
cumstances. If you have naturally a disposition 
for enterprize, and are fertile in expedients, you 
will do well to cultivate it, as it will prevent an 
adversary of slower parts from prosecuting those 

systematic 
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systematic plaas> which he has tried and proved. 
If, on the contraryi your abilities ^fc father solid 
than splendid, you must, even in those specula* 
tionsihtfi wljich a player of an opposite turn will 
sometimes draw you, keep its near ^s possible to 
the shore of certainty, never launching into a new 
traft with wantonnep^, never withput deliberation. 
Whether your ingenuity exceed your judgment, 
or your judgment your ingenuity, your best guide 
will> after all, be Experience^ If you unite a ple- 
nitude of both, you will riot want, though you 
-will excuse, the officiouSncss of advice. 



POSTSCRIPT. 
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JLT was ^ institute of Mr. PHiLiDOR£>at least adopted 
by him, and generally obtains here, that, if an adverse 
commoner penetrates to the 5th square from his own side, 
or to the 4th from yours, before your commoner in the 
adjoining file has moved at all, he causes yours to forfeit 
the privilege of going two squares gt its first move. 
This rule, in consequence of which the latter cannot 
move at all, without being taken, till the other is either 
removed or captured, seems to have its foundation on an 
incorrect way of speaking, on the phrase *' two steps the 
first move** — from which we contract a habit of considering 
a commoner exercising this power, rather to make two 
moves of ovz square eachy than one continued integral 
move of TWO squares. If the former idea is right, we 
will admit the rule to be right, for who could make a 
journey of twenty miles that is precluded from going the 
first ten*. But if the latter idea be the correft one, if 
the commoner, at the first move, has really the power of 
going two squares at one effort, it seems as unjust to pro- 
hibit the exercife of it, at a time when it would be of most 
use to him, as it would be to prohibit to the bishop, the 

* Though, if the advenary should proceed to take your com* 
moner at its first stage, you might say to him — " Stop, Sir ! I am 
allowed, if I chuse, to take two steps the first time : vrlusn I havt 
made the sei^nd it will be your turn/* 

P peer 
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peer, or the minister, the full exercise of their powers, 
whenever there is a square in the line of their passage at 
which, were they to stop there, they would be taken. 
Ought any of the latter pieces to be precluded from pass- 
ing such a square ? We believe we have not endeavoured 
in vain fairly to state the merits of this rule. The reader 
will make his own conclusion. 

It has been proposed by some people, in imitation qf 
the Ruffians, to invest the minister, in addition to his al- 
ready great powers, with the move of the knight, on the 
plea of its making the game niore difficult and complicated, 
and consequently more interesting. This innovation, in- 
stead of improving, Mr. Philidore condemns, as calcu- 
lated to spoil the game. I^ h^s, too, our deprecation : for 
which-^as it might seem like afteftation, after presum- 
ing to differ from him in one instance, to rest it solely on 
his great authority— we shall give our reasons. The 
change would not make the game more difficult and com- 
plicated ; but rather less so. A peculiarity, to which a 
good deal of its present difficulty and complication, and 
which jiiost people think sufficient, is owing, would be 
gone: the difficulty and complication surviving the 
change, would be in a wrong place. As there would be 
no piece that could with safety attagk the minister, with* 
out being supported by some other piece, the call for in- 
cessant watchfulness^ lest the knight should check the 
minister and king, or the minister and any other superior 
piece, which now must be attended to at every movement 
of the minister, would cease to exift. The minister, or 
rather the person moying htm, need hardly refiedl on 
what he was doing, need hardly use any Caution in his 
ravages. 'The difficulty and complication then would be, 

to 
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to retreat from his wide-extending reach ♦. Instead of a 
chancellor of the exchequer, we should have an unlimited 
tyrant, a Rewbell that would move in every direftion, 
We hesitate not respeding such an innovation, though 
convinced the influence of the chief agent should be great. 
Truly British in chess, as well as in politics, we would 
neither so enlarge the minister's power as to be without 
a check upon him, nor, by a paralizing change capricious 
in the other extreme, subtraft any thing from it's present 
respectability. 

Lincoln's Inn, 
l8th OSfober^ 1798. 

• We do not forget that it might be qbjcaed, that the countcF- 
minister^s equal potency would preserve the balance of power : but 
that would not restore the defection of interest incurred by the loss 
of the knight^s peculiarity. A player is concerned to prevent an in. 
ferior piece from so attacking his king and minister, that one must 
be lost to save the other: but a similar attack by the minister, upon 
the opposite king and minister, one player is neither concerned to 
etfeft, nor the other to avoid ; for the worst such a circumstance 
could impose on the assailed, is an equal exchange. 

Nor do we forget, that though the knight to attack, and a piece 
to support him in the attack, could not be moved at onee, it might 
sometimes happen that a piece would be ready to support him : but 
should he (an extreme case) so supported assault the king and mi- 
nister together, the loss of the minister, instead of being complete 
to his player, as the same conjunfbure makes it now^ wou|d be miti- 
gated by the cs^j^ure of the knight. 
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THE 

P R E F AC E. 

[0 many ancient Authors haUe fpoken in 
Praife of the Game of Chefs^ tbdt it 
would he needlefs for the t6 f(y much 
of it. 

Don Pietro Carrera, who in the Tear 1617 
puhlijhed a large Volume concerning the Origin and 
Progrefs of this Game^ has at the fame time giveh us 
a tJfi of thofe Authors^ which is too loHg to he infert- 
id in this Preface* I will however mention the mofl 
eelehratedi Herodotus, Euripides, Sophocles, Phi- 
loftratusy Homer, Virgil, Ariftotle, Seneca, Pli- 
to, Ovid, Horace, Quintilian, Martial, Vida. 
TI?e Invention of this Game is hy Carrera attrihuted 
U Pal^niedes, and he proves it from tie ahove-men^ 
tioned Authors \ it is true that fever al others are of 
a afferent Opinion i fome fay it was known hefore his 
time^ others that it was invented hy the Phtlofopher 
Series, C^»;/r^//^/- /^ Ammolin, Xir»g- ^/ Babylon, 
in order hy this new^ ^^gaging^ andfpeculative Game^ 
to divert that Prince from the Cruelties he was na-^ 
$ur ally inclined to. 

The Egyptians arefaidto have ranked this Game 
in the Number of the Sciences^ and thaty at a time 
when themfelves were the only learned People \ their 
Reafon Ifuppofe to he founded on this Principle^ 
Scicntia eft eorum, quse confiftont in Intelleftu. 

It is no Wonder tofeefo many different Opinions^ 

ubwt a^ Gam of fa kngfianding^ and wbofi Author 

A i cannoi 
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cannot he known to any Degree of Certainty, there 
are however fome who will not allow it, to be aiove 
300 Tears old, tbo* a few make it to be fomewbat 
elders and perhaps they would not grant that^ if the ^ 
very Chefs-men with which Charlemagne * ufed to 
flayy were nptftill extant in the Royal Repofitory of 
the Abbey of St. Denis. 

Euripides, in his Tragedy ^Iphigenia, tells us^ 
that Ajax and ProtefTlaus played together at Chefs 
in Prefence of Merion, Ulyffes, and other famous 
Greeks, Homer, in thefrjl Book of his Odyffey^ 
relates^ that the Princes, Lovers of Penelope, ufed 
to play at Chefs at the Boor of that fair Lady. 

But not to trouble the Reader with any thing more 
about the Origin of this Game\ it will be allowed by 
all,' to have contributed to the Amufement of the 
greatejl Heroes for many Agespaji\ andthofe of our 
Days take no fmall Pleafure in it. 

Virtue and Heroifm were the two dijlinguifhing 
Characters <?/ Charles the Xllth,. King (j/* Sweden j 
the Allurements and Temptations of Vice had no 
Power over him 'y he could even abjlain from thofe 
things, which by moft Perfons of Rank are ejleemed 
as no other than the Conveniences of Life\ he had 
an Aver/ton to Gaming, and had ftriSly forbid it his 
Army^ and among his SubjeSls ; but Chefs was ex-* 
cepted in a particular manner-, he tookfo much He- 
light in it, that he encouraged the Learning of it 
among alibis Courtiers. Voltaire tells us, that whili 
that Prince was at Bender, be played at it every 
Bay with his General Poniatoflci, or with his Trea-- 
furer Grothufen. 

/ am forry to fee that the Rules of this Game (at* 
tributed to Palamedes)'i&tfw in many Countries not 

* Cb^rlemagm^vtii in the eighth cenfnry. 
V«^* " ^ - been 
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ie€H oik ta maintain their original Purity ; it is f aid 

that the Greeks obferved themfo JlriSily^ as not to 
bear a Chefs-board wrong turned^ having always the 
14ea of a Battle before tbem% when they plafd^they 
injiftedon having the Rook which is on theright Hand 
placed upon a white Square^ that Colour being of et 
good Omen among them ; and each of the Combatants 
flattered himfelfy by having this white Square at his 
right Hand^ to obtain the ViSlory* 

This ^ame has in many Parts of Germany beenfo 
disfigur^d^ as not to be known but by the Board and 
the Men ; they allow playing two Moves fuccejfively 
at the Opening of the Game. This appears to me 
very ridictdous^ as no Game is knowny but the Play^ 
ersflay alternately. Bejides^ can it be thought that 
where two good' Players meet^ he who plays lift can 
have any great Chance of winning? Secondly^ they give 
a Pawn Leave to pafr beyond taking by Pawns ; 
which not only makes quite a different Game from the 
original one^ but alfo takes off a great deal of its 
Beauty \ becaufe by this means a Pawn may pafs be^ 
fore two other Sy which with much Dexlerity and In- 
duftry have reached within three Squares cf becoming 
^eensy and are there ft opt by the King, or the Ad- 
verfarfs Bifhop ; while this Jingle Pawn will either 
go and make a ^ueen^ or oblige you to abandon alt 
your advanced Pawns and come attack this Wretch^ 
who during the whole Game has done nothing. This 
certainly is quite oppofite to the Rules of War ^ where 
Merit only can advance a Soldier^ s Fortune. Befidesy 
when the King caftles^ they allow him to pujh his 
Rook's Pawn j by which means he plays twice run* 
ning. '^ In my Opinion ail thefe Deformities have been 
introduced by Wranglers^ who have obliged their Ad^ 
verfaries to play according to their Whims* 
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tmie this PieldofCriticifin lies opetty teafifM pafi 
ij my own Ccuntrymen^ who have cotnmUed as great 
a FauU as the Germans, ^bey are lefs to be excufedi 
there being many good Players among tbemi nay fame 
of the bejt in Europe. Iprj^fume they have been kd 
anji>ay (tike myfelf formerly) by a bad Cufiom^ efta^ 
hlifhtdinall Probability by tbcPerfonvo^bofirft brought 
Chefs into France ; /, am inclined to believe it mujt 
have been fome Player at Draughts^ tnho knowing 
little more than the Moves of the Pieces^ imaging 
one might make as many ^eens in the Game ofChefs^ 
as at Draughts. I would only afk ix)bat a fine Sight 
it is to fee upon the Chefs-board^ two Pawns on the 
fame Square'^ to diftinguifh afecond ^eeni and if by 
chance a third Jhould be made (as I have often feen 
it at Paris) then it isftillafiner Sights while theBot* 
torn of one Pawn is ahnoft fi^eient to cover a Square 
on the Board. Is not therefore this Method mtfi 
ridiculous^ efpeciatly as it is praSHfed in no Country 
where the Game of Chefs is known ? » 

However y if my Countrymen will go on in this er* 
roneous fp^ay, I would advife them^ to prevent aU 
Bifputes that may arife about their MultipHcity ef 
^eens^ to make to each Set of Chefs-men three or 
four ^eensy as many Rooks^ Knights^ &c# 

To return to i^ietro Carrera, whom it is probable 
the CaTabrian * and other Authors have followed y 
yet neither he nor they have given usy noiwUbfiani- 
ing their Prolixity^ but very imptrfea Rules^ and 
fuch as can never make a good Pl^er\ they hate 
opened fever al Games^ and left us to end them as well 
as we couldj by which meant the Placer is as pu»^ 
zkdi as if he bad been left to begin the Game witk^ 
out anf Infiruffions at all. 

• Jacomo CrecOf 

Cim-: 
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* Cufl^ngham and Bertin have given us Camkits^ 
nvbicb are loft er wen acc&rding as tbey make the Ad* 
n)erfariflay well or iU\ they ba^e undoubtedly found 
their End in fb eafy a Method j hut then of what 
XJfe canfuch In^ruBicns be to one^ who wifhes to 
make himfelf Mafier of the Game? I have feen fe* 
veral Flayers^ who had learnt the Calabrois and 
0ther Authors hy hearty and who, when they had 
plafd the four orfivefrjl Mpvesi did no longer kno^ 
^hat they were abeut : But I may boldly fay ^ that 
whoever once knows how to put in PraHice the Rules 
I have taiddown^ will never be in that Cafe. I have 
avoided doing like thofe Authors^ who^ in order ta 
Jill up a Book^ bafue ftuffed it with fet Games (or 
rather Games for Children, as their Situation will 
not be found once in a thoufand Tears) to fhew 
the Ends of Parties^ by which^ all the while^ xa^ 
thing can be learnt^ I hope Lovers of this Game 
will be fatisfied with the Modicum & bomum / 
here offer them^ which will be found ufeful, in^ 
ftruffive, and will occur very frequently in playing 
at this Game. 

I have omitted all the Mates J except that of the 
Bifhop and Rook againft a Rook^ it being the 
mojl difficult that can h^pen\ Carrera does in^ 
deed fay^ it may be forced^ but we may fairly 
guefiion (by his JVritingsJwhether^e himfelf knem 
how to do it. >, 

My chief Intenthn is to recommend niyftlfto the 
public, by a Novelty na one has thought"^, or 
perhaps ever under fiood well \ I mean how toSpUy 
the Pawns : They are the- very Life of this G'a\e : 
.They alone form the Attack and the Defence yon 
thitrgood or bad Situation depends the Qatn or Lofs 
ff ea(h Party. '. 

6 A Player^ 



Digitized by 



Google 



( viii ) 

A PU^er^ who J when be has plafd a Patvn 
nuell^ can give no Riafonfor bis Moving it tofucb a 
Squares may he compared to a General^ v)ho with 
much PraSlice has little or no theory. 

Throughout tnyfourfirft Games may he feen a re^ 
gular Attack and Defence. 

The Obfervations I have made on the mojl cP- 
fential Moves, and which fometimes appear leaji 
iotelligible, willjhew the Reafon for playing as is 
laid downt and alfo that by playing any thing elfe^ 
you muft unavoidably have loft the Party ; the Back-^ 
games are a Proof of it 4 by Jbewing the Effcff^ 
the Reafon muft eajily be conceived^ 

By the Gambits it may befeen^ that thofe Parties 
giiie no Advantage to him who attacks^ or to him 
who defends them \ if both play equally wellf the 
Game becomes moft commonly a drawn Game* It ix 
true^ that if either the one or the other commits a 
Fault in the twelve fir ft Maves^ the Game willfoon 
he left. 

My Back-Games to the Gambits^ which% tbo^ lefi 
inftruilivcy are more frequent than to the oth^r 
GameSi willjhew it* 

The Slueen^s Gambit 9 being fucb as tif give Rife 
in its fir ft Moves to matrjf different Pat ties ^ has hi* 
therto deterred Authors from differing it. They have 
flight ly mentioned it^ and given us the Beginning of 
fome Games with maw^ erroneous Moves : I think I 
i>ave, found out its true Defence \ they who under- 
ftandthat Party i will judge wketk^ I have fvcceecl-i 
td or notf 
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GAME THE FIRST^ 

WITit 

Reflcftiohs on the moft material Moves; and 
two Back Games ; one beginning froni the 
12*\ and the fecond from the 37'* Mo*« 
of thii Game. 



I, 

fTiite. np H E King's Pawn two Steps.' 
Biaci. X The fame. 

^. The King's Bifliop at his Queetfs-Bifhop^i 

fourth Square, 
JB. The fame. 

^. The Qucen*s Bifhop's Pawn one Move. 
Bj. The King's Knight at his Bifliop's third Square; 

^. The Queen's Pawn two Moves (a). 
B0 The Pawn cakes it. 

faj This Pawn is piaycd two Klovcs for twp very imporf 
cant Reafoiis; the firft is, to hinder your Advcrfary's King*s 
Bilhop to play opoQ your King'9 Bi (hop's Pawn ; and the 
fepond, to put the Strength of your Pawns in t|ie Middle of 
the Exchequer, whidi is of ghsat ICoAfe^uenCe to attain tha 
jMkingofaQgeciu . rrr 
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5- 
^. The Pawn retakes the ftiwn (i). 

B.Jlic Ktng'3 Biihop ac.hi^ Queen's Kiught*s 

third Square (c). 
6. 
^•Tbe QyeeQ's Knight at his Bi9u>p*$ third 

Square. 
B. The King caftles. 

7- 
^. The King's Knight at his King's fecond 

Square (d). 
B. The Queen^s Bifhop's Pawn one Move. 

«. 
TT. The King's Bifhop at his Queen's third 

Square (e). 
B. The Queen's Pawn two Moves. 

(h) When yoa find your Game in the prefpnt Sitoatlon, 
fviz.) one of your Pawnt at yoar King's fou'th S<jaare, and 
dne at yooF Quctn's fourth Square^ you mx^ po(b neither of 
them before yoar Adverfary propofetta change one for the 
other: in- this cafe yoa are to pafli forwards the attack'd 
Pawn* It is to be obferved that Pawns, when faftained in 
a front Line* hinder very macK the Adverfary's Pieces to 
enter in yoar Game» or take aa ftdyantageons Poft. Thjiii, 
Rttle may (tivp for all other Pawns thus iitaated» 

(cj Ifinilrad of retiring hip Bi(hop, he gives yoa Check 
with lt» you ar^ to cover the Check with yoar Biihop, in 
order to retake his Bifbop with yb»r Knight, iteoafe he taker 
yoar Bifliop ; your Knight will dien diefend yo^r Siti^i^ 
Pawn, otherwife angoardedt Bat probably he will not 
take your Biihop, becaufe a, good Pla)cer ftrivet to kficp hit 
King's Biihop as long as pbmble* 

(d)' Yoa muft not cafily play yoar Knights at your. 
Bi/hQp*s third Square^ before the Biinop^s Pawn has oipved 
two. Steps,, becaafe the Knight proves an Hindrance to cbt . 
Motion of the Pawn. 

(i) YourBtihop retires to avoidbpingattack-^cHiytbeSIack 
Qoeea'i Pawo> which wcrold force you to take his Pawn 

with 
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W^ The King's P^wn one Move. 

B. The King's Knight dt hi§ King's Square. 

lO. 

fF. The Qiieen'sBifliop at his King^s third Square;' 
B. The King's'tiiOibp's Pawn one Move (/). • 

II. 
PF> The Queen at her fedond Square (g)* 
B. The King's Bilhop's Pawn takes the Pawn (b)'. 

12. 

TF. The Queen's Pawn retakes it. 
B. The Queen's Biftiop at his King's third 
Square ($). 

13. IF. 

with yoarsi this would yery mach dimipiflitlie Strength of 
your Garnet ^nd fpoileaurelylhe Projed already mentionedi 
and obfipnred in the firft and fecond Reflexions. FUi a and ip 

f/J He playeth thia Pawn to give an Opening to hii 
King's Rook ; apd this cannot be hinderedi whether yod 
lake his Pawn or not. 

{]^ 1( yon fhouid take the Pawn ofFer'd to you» inftead oF 

J laying yoar Qaeen, yon would be guilty of a great Faolt» 
ecaufeyour Royal Pawnwould then lofe its Line; wjiereas 
if he takes your King's Pawn, that qf your C2ueen fupplies 
tj^ Place, ^nd yoo may afterwards fuftain it with that or yoar 
King's Biihop*6 Pawn ; Thefi; two Pawns will undoubtedly 
win the Game, becaufe they can now no more be feparated 
Yvit^oat the Lpfs of ft. Piece, or one of them will make a 
Qu^^n> as will be feen by ^he Sequel of this Ganpe. More* 
over, it is of no fmail Confequence to play your Qj^een it^ 
thatif^laoe for two Re^fons ; the firft^ to fupport and defend 
your. King's Bi&op*s Pawn ; and feCondly, to fuftain yoor 
5^e&n's Bifhop,. which; being taken, would oblige you tp 
retake his Biihop with the above*meotioned Uft Pawn ; and 
Ihus your bed Pavvns lyould have been totally divided, and 
by Confequence the Game indubitably loi^, 
. (hj He takes the'Pawn to purfue hisProjed,which isto^ive 
an Opening to hi6King*s Rook, and make it lit for Adion# 
/ OJ He pUyeth this;Siih.op to prbte<^ hi^Qijeen's Pawiu 
and with a View 10 pnlh afterwards that ot his Qgcen't 
Ai^iop'f. B 3 Obferve^ 
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Jf^. The King's Knight at hi3 King's Bilbop'i 

fourth Square (k). 
S* The Queen at her King^s fecond Square. 

14- 

' W. The Queen's Bifliop takes the black BifliopCy. 
B. The Pawn takes the Bifliop. 

XPl The King caftles with his Rook (m). 
B. The Queen's Knight at his Queen's fecond 
Square. 

Obferve* that he might have taken ypnr Bifliop withoat Pre* 
Jtt^ice to hit Scheme^ but he chafes rather to let yoa take 
hisy in order to get an Opening for his Queen's Rook, the* 
he faffen to hkre his Knight's Pawn donbled by it ; bnt yoa 
are again toobferve, that a doable Pawn is no waysdifadvan-* 
tageous when farroonded by three or foar other Pawns. 
However, to avoid Criticifniy this will be the Sabje£l of a 
Back-game, beginning ftom this twelfth Move, to which 
yoQ are fent after the Party is over ; the black Biihop will 
then take yonr Biihop: It will then be ihewn, that, playing, 
well on both Sides, it will make no Alteration in the Cafe. 
The King's Pawn, together with the Queen's, or the King't 
Bifhop's Pawn, well play'd, and well faftain'd, will cer- 
tainly win the Game. 

N. B. In regard to thefe Back-games, I ihall make them 
only upon the moft efiential Moves ; for if I were to make 
them upon every Move» it would be an endlefs Work, 

fk) Your King's Pawn being as yet io^ no Danger, your 
Knight attacks his Biihop, in order to take it, or have it 
removed. ' 

(I) As itistflwaysdangerottstolettheAdverfary'sKing^s 
Bifliop batter the Line of your King's BtOiop's Pawn ; and 
as it is Hkewife the moft dangerous Piece tofbrm an Attack, 
it is not only neceiflary to oppofe him by times your Queen's 
Bifliop, but you mnft get rid of that Piece as foon as a 
convenient Occaiion offers. 

^si^ You chufe to caftle onthe Kin^s Side, In order to 
Hrengthen and proted your King's Bifliop's Pawn, whic& 
you will advance tno Stept at fooa as your King's Pawn is 
•ttack'd. 
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$f^. The Knight takes theblack Bilhop; 
S. The Queen takes the Knight* 

fF. The King's Bilhop's Pawn two Steps* 
B. The King's Knight at his CJueen's Bilhop*^ 
fecond Square. 

18. 
fl^. The Queen's Rook at its King's Piacc. 
B. The King's Knight's Pawn one Move (n)^ 

19. 
rr. The King's Rook's Pawn one Move (0), 
B. The Queen's Pawn one Move. 

« 20. 

IV. The Knight at his King's fourth Square 
B. The King's Rook's Pawn one Move (p). 

W* The Queen's Knight's Pawn one Move. 
B. The Queen's Rook's Pawn one Movc^ 

22* 

JV. The King's Knight's Pawn two Steps* 
J?.The King's Knight at his Queen's fourthSquare. 

^.The Knight at his King's Knight's third 
Square (q). 

(n) Vit is forced to play tliu PawOf to hinder yoo from 
pufhing you Ring's Bifliop's Pawn upon his Qaeen. 

(0) This King's Rook's Pawn is play'd to unite all your 
Pawns together, and puih them afterwards with Vigour. 

(p) He playeth this Pawn to hinder yoar Knight enterinjg 
in his Game, and forcing his Queen to remove ; were hf 
to play otherwife, your Pawns would have an open Field. 

(q) Vou play thas Knight to enable yourfeif to pufli your 
King's Bifliop's Pawn next ; it will be then fupported by 
three Pieces, the Biihop» the Rook» and the Knighu 

B 2 & 
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B. The King's Knight at the white King's third 
Square (r). ^ 

24. 
W, The Qaccn's Rook takes the Knight. 
S. The Pawn takes the Rook. 

25. 
W. The Queen takes the Pawn. 
iB. The Queen's Rook takes the Pawn of the op-% 
i)ofite Rook« . ^ 

^. 
/T, The Rook at his Kind's Place ('j;. 
(B. Thc<iueep takes th^ white Queen's Knight^ 
Pawn.* 

W. The Queen at her King's four^th Square. 
B. The Queen at her iCing*s third iSquare (t)^ 

JV. The King^s Bi(hpp*s Pawn oni? Moy^i. 
B. The /Pawn takes it. ' 

^9- 

JV. The Pawn taljes again (u). 

B. The Queen at her fourth Square (w)^ 

(r) He playcth thi^ Knight to hinder, your Projeft, by 
breaking the Strength ^pf your Fawns, which he would un>^ 
doubtedly doby pufliing his King's Ki^i|fhc's Pawa; bbt yoa 
break his Defiga by changing your Rook for his Knight. ' 

(s) Yoa play. your Rook to prote£l your King's Pawo, 
who would remain in 'the lurch as fbdn as^'yOu pnihyoor 
King's Biihop^sPaxvn.' . 

; ^/^ The Queen returns to hinder the ^heck-mate^ now 
ready prepared. 

(u) Were you not to take with yonr Pawn, your fi^ft Pro- 
je£ly lajd'in thefieginning'of th^'Gaihe, would be reduced 
tahothing, dhd ybtt^would'ron tKe Hifl^ 6f fofing the Gamei 

( wj H e oiferis to changer Qffeen «/i n order to break your 
Scheme of giving him Ch'eck'TOatc with your Queen. and 
Bifliop.--. .A [' -. - .. - -' - •' ... ^- . . r 

^ 30. ^t 
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30. 
W. Tlie Qacen takes the Queen. 
B. The Pawn takes the Que;cn, 

W. The Bifliop takes the PiWrt iir hrs way; 
B* The Knight at his third Scjuare. . 

W. The King^s Bilftop^s Patwn one Move (^). V. 
B. The Qyeen's Rook ^t the white C^ueeri's 
Knight's fecond Square. 

33- 
W. The Bifliop at his Queen's thfird Square. 

B. The King at his Bifhop's fecond Square. 

34- 
W. The Bifliop at the black KingV Bifiiop^s 

fourth Square. 
JB. The Knight at the white Queen's Bifliop's 

foorm Square. 

35* 
W. The Knight at the Mack King's Rook's fourth 

Square. 
J. The King's Rook gives' check. 

W. The Bifliop covers the Check. 

£.The Knight at the while Qjiecn's fecond Squared 

37- 
1^* The: King>Pawn gives chieck* 

(x) Yoa are to obferve» when your Bifhop rans qpoa 
White, yoa maft (hive topiit yoar Pawn alwayt upoo Bl^dc^ 
becaufe then, your Bifliop ferves to drive away your Adver- 
&vfi King or Rook when between your PawM \ the fame 
w^en four Bifliop runs Black» to have then your Pawns 
upon White. Fgw^ Tlayefs have nade lAii He^iUu^ |ho^ 
f very eflSmturi otfe. ' 

?4 *• 
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S' The King at his Knight's third Square (y). 

■: ' " '•• " 38. " .'".'■ ^ 

W^. The King's Bifliop's Pawn one Move. 
% The ^ook at its King's Bilhop's Square* 

JV. The Knight gives check at the fourth Square 
^ of his King's fiilhop. 

B. T.he King at his Knight's fecood Squarf • 

,. .. . .. > ^^^ ....... ^ . 

W. The Bifliop at the black King's Rook's 

fourth Square. 
£. Playeth any where the white pulhes to Queen. 

FIRST BACK-GAMp, 

OR. 

Continuation of the firfjb Game from th^ 
L .... . . /. twelfth Move^ 

T- npHE Queen's -Pawn retakes it. 
5. X 'I'he King's Qiftiop takes the white 
Queen's Bi&bp. ' f 

RP^. The Queen takes the Biftiop. 

^. The Queeh> Bifhbp at his King's third Square* 

■ * ....,.'• . '" 7 , ; '• - •• .-.- • " , '-^ ■ 

(j) As bis King may retire at his Bilhop's Sqoare* It 

is necefiary to feed yoo to a fecond. Back-game, ;whiGl4 

will l&cw yott how to proceed it thif Cafe. ' 

V.:. w; .V _ .. . ..V .. ^ 
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fr. The King*s Knight at his King's Bifhop^s 

fourth Square. 
S. The Queen at her King's fecond Square* 

H^. The Knight takes the Bifhop. 
B. The Queen takes the Knight. 

i6. 
tr. The King caftles his Rook. 
B. The Queen's Knight at his Queen's fecOnd 
Square. 

17- 
fT. The King's Bifliop's Pawn two Moves, 
J?. The King's Knight's Pawn one Move. 

i8. , 
fF. The King's Rook's Pawn one Move 
B» The King's Knight at his fecond Square# 

19. 
IT. The King's Knight's Pawn two Steps. 
B- The Queen's Bijfhop's Pawn one Move, 
' . 20. 

^. The Knight at his King's fecond Square. 
J5. The Queen's Pawn one Move. 

21. _ 
fpf. The Qiieen at h?r fecond Square. 
B. The Qucea's Knight at his third Square. 

"22 

^..The Knight at his King's Knight's third 

Square. 
S. The Queen's Knight at his Queen's fourth 

^" ' ' • Square." '''''----•-' 

••..,. 23. .. • ; 
W. The Queen's Rook jct it5$ King's Square. ' * 
J?. The Queen's Knight at chc white King's third 
" ■ Square. 

24.^. 
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IT. The Rook Ukps the Knight.^ 
S* The Pawn takes the Rook. 

%$. 
W. The Queen takes the Pawn. 
B. The Queen takes the white Queen's Rooyt 
Pawn. 

a5. 
W* The King's Kfhop's Pawn one Move. 
B- Tho Qjieeo takes the Pawn. 

27. 
JF. The King's Bi(hop's Pawn pne Move. 
B. The Koi^i; athis. Kii}g's Square. 

28. 
W. The King's Knight's Pawn one Move. 
B. The Q^cn.at the white Queen's fourth Squaret 

29. 
W. The Queen takes the Queen. 
B. The Pawn takes the Queen. 

30. 
W. The King's Pawn pne Move. 
£. The Knight at his Queen's third Square. 

W. The Knight at his King's fourth- Square. 
B. The Knight at his King^s Bilhop's fourth 
Sqjaate* 

IT.. The Rppk tak« tfe Knight. 
A The Pawn takes the Rook. 

W. The Kfiight at the white Qgeen's third , 

Square. 
B. The King's BUhop's Pawn pac Move, or any 

wbcre}. the. Game being Joit* 
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34- 
}F. The King's Pawn one Move. 
<p. The King's Rook at its Queen's Knight's 
Square. 

35. 
W. The Bilhop gives check. 
£. The King retires,, having but one Flace# 

^36. 
W^ The Knight give«' check* 
B. The King removes. 

37- 
W^ The Knight at the black Queen's Square 

difcovering check. 
B. The King moves where he can.. 

. 38- ; 

W* The King's Pawn making a Queen, gives 
Check-mate in the mean time. 

There reqair^ ao Aniqns^verfipa^on thp Moves of tin* 
^ack-game, t^ey.: beiog almoft all ;he. famp as in the firJ^ 
^jJamc.* 






SECOND 
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SECOND BAGK-GAME. 

- Of the Firft Party, 
Beginning from the thirty-feventh Move* 



37- 
H^. fipH E King's Pawn gives check. 

B* X '^^ ^^^8 ^^ h^^ Bilhop's Square. 

38- 
fF'. The Rook at its Queen's Rook's Square. 
B* The Rook gives check at the white Queen's 
Knight's Square* 

IT. The Rook takes the kook. 
B» The Knight retakes the Rook. 

40. 
fF. The King at his Rook's fecond Square. 
B. The Knight at the white Queen's BiIhop'4f 
third Square. 

41- 
fF. The Knight at his King's Bifliop's fourth 

Square. 
B. The Knight at the white King's fourth Square. 
' 4*' Wr 
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H^. The Knight takes the PaWil.' 
B, The Rook at its King's Knight's fourth 
Square. 

4J. 
ff^. The lUng'sPawn one Move, and gives check. 
B. The King at bis Bilhop's fecond Squarer 

44* 
^. The Bilhop gives check at the black King'f 

third Square. 
£. The King takes the Bilhop. 

45' 
W. The King's Pawn makes a Queen, and wlai 
the Game. 






$ECONi;i 



J 

Digitized by LjOOQIC 



C 14 I 

~ M. M. > A A A A A ft ■•■ ■*- .*- .*. A A A .«■ A A A'Sfe A A A A A. A A A A .♦. A A A. .t A ■* A A 

SECOND Gl A M£, 

WITH. 

THREE BAGK-GAMES, 

The firft beginning from the tM^d, the other 
from the eighth, and the lafl: from the 
twenty-fixth Move* 

I. 
fVbite. fTT^ H E King's Pawn two Steps* 
Blach X The fame. 
* 2. 
W. The King's Biftiop at KisQueen^s Biftiop's 

fourth Squarfe.- 
B. The Queen's Bifliop's Pawn one. 

W. The Queen's Pawn two Steps (a). 
' B. The Pawn takes the Pawn C^j. 

(0) 'Tisabfolutcly ncccffary to pufli this Pawn two Steps; 
)>laying any thing elfe would get him the Move, and by con- 
ieqaence thfe Attack : This would pnt your Game in a bad 
Condition^ bscaufe yon could hinder him no longer from 

Sotting the Strength of his Pawns in the middle of the Cheft- 
oard : and (fuppoiing always none of yon to plisiy amifs) 
would win him the Game* 

^ W ,\i 4ie»r^ufes taking your PaWn, in order to purfuf 
^AiilAifXfVvt intended SchesBieof attacking your Bilhop 

with 
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4- 
H^. The Queen takes the Pawn, 
£. The Queen's Pawn one Move. 

5- 
IT. The King's Biftiop's Pawn two Moves. 

B. The Queen's Bifhop at his King's third 

Square (c). 

ff^. The King's Bifhop at his Qucen^ third Squared 
B. The Queen's Pawn one Movc# 

7- 
^..The King's Pawn one Move. 
B. The Queen's Bilhop's Pawn one Move# 

8. 
fT. The Queen at her ^ King's Bifliop's fecond 

Square. 
B. The Queen's Knight at his Queen's Bilhop's 
third Square (d), 

wick hit Queen's Ptwn, he wiU (with regaUr Play on both 
Sides) lofe the Game, becaufe hit Qoeen't Pawn being fe- 
parated from bis Camaradety cannot avoid being loft. This 
prodnciag great Alterations in the Game, wiUbethe Sab^ 
|e^ of my lirft Back-game, beginning from his third Move* 

{<J He playeth this Bifhop for three weighty Reafona: 
The firft and moft material is, to pafli his Qoeen's Pawnj^ 
in order to make room for his King's Bifhop; the fecond, 
to-oppofe it to yoiK King's Bifhop; and the third, to get 
rid of htn, aecording to the Rule- prefciibed in the firft 
Party, w45rY/>> page 4* 

M If iaAead of gpuiog oat his Piecevhe fhoald contbno 
torptfli ottr his Pawns* he woakl lofe theOame infallibly s 
becanfr it wm& be (Served, that one or two Pawns, too 
far adyaneed in the Beginning of a Game, muft be recla>n'd 
asTgosd ftflofl, except when all the Pieces are fit for Aaioop 
or that tbofe Pawaq, when taken, can have their Placea 
fuppHed ag^in hf other Pawns. TUs will be demonflrated 
by n ieeond Baeki>game, beginning, from the eighth Move ; 
wfatfh iriU convince yon that two Pawns in & front Line, 

fitoatcd 
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W. The Queen's Bifbop's Pawn one Movc^ 
B. The King's Knight'? Pawn one Move* 

10. 

W. The King's Rook's Pawn one Move. 
Bp The King's Rook's Pawn two Moves {t)<. 

II. 
W. The King's Knight's Pawn one Move. 
B. The King's Knight at his Rook's third Square* 

12. 

W. The King's Knight at his Bifliop's third Square. 
B* The King's Bifljiop at his King's fecond Square* 

W. The Queen's Rook's Pawn two Steps. 

B. The King's Knight at his Bilhop's 4th Square; 

14- 
W. The King at his Bifhop's Square (f). 
B* The King's Rook's Pawn one Move. 

fF. The King's Knight's Pawn one Move. 
. B. The Knight gives check to the King and to 
the Rook. 

fitnated upon y6ur fourth Squares^ are better than two 
upon the Sixth Squares ; becaufe they being ib diftantfrom 
the Main Body« may be compared, at in an Army> to loft 
Vangoardt and Sentries. 

fij He paihes this Pawn two Steps, to binderyonr Pawni, 
^eing foar to three on that Side, to fall upon his own. Here 
is an Obfervation to be made, that in the prefent Sitaation 
two equal Bodies of Pawns areon theChefs^i-Board ; you have 
four to three on your King's Side, and he has likewife four to 
three on his Queen's Side : thofe- on the King^s Side have 
always fome Advantage, the King being by a ibperior Nuin» 
ber better guarded : Neverthelefs, he that will be able to 
feparate firft his Adveffary's Pawns (efpecially on that Side 
where they are flrongeft) will undoubtedly win the Game. 

(fj Yon play your King, in order to be able to form 
jrour Attack^ as wcU on your left» as on your right Wing, 
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i6. 
W. The King at his Knight*s fecond Square. 
B* The Knight takes the Rook. 

TV. The King takes the Knight (g). 
J8, The Queen at her fecond Square. 

i8. 
Tf^. The Queen at her King's Knight's Square (h). 
B. The Queen's Rook's Pawn two Steps. 

/r. The Queen's Bilhop at his King's third (i) 

Squire. 
S. The Queen's Knight's Pawn one Move. 

20. - 

IV. The Queen's Knight at his Rook's 3d Square. 
B. The King caftles on his Queen*s Side (k). 

d) Though a Rook is commonly a better Piece than it 
Knight, yet this Change turns to your Advantage; the Re^« 
fon of it is, in the iirll Places, that this Knight has already 
made at leail four Moves before his Arrival to that Place^ 
whereas your Rook never ftirr'd yet from Its Place : Se- 
condly, his Knighr being thusiituated proves very trouble- 
^me to yoa ; fo the taking of him puts your King in an 
^afy Situation, and enables yoa the better to form your At- 
tack on either Side, where your Adverfary ihall chufe to 
caftle. 

Cb)*Tis of confequence to play your Qgeen, in order to 
-fuftain your King's Biihop*s PaWn, for fear he (hould Sacri- 
fice his Bilhop for your two Pawns, which he certainly 
would do; becaufe all the Strength of your Gam^ Confining 
in your Pawns, the breakbg of them would give him the 
Attack upon you, and probably raakeyoU lofe the Came. 

(i) You play this Bifhop with an Intention to draw him 
tapuih his Queen's Bifhop's Pawn, which Would give you 
the Game very foon, becaufe it gives an Opening to your 
Knights to enter his Game every where. 

(ij H^ caftles on his Queen's Side, to avoid the great 
Strength of your Pawns on the other Side; and the roorp 
fo, becaufe they are already further advanct d than tbofe on 
your Quccn'j Side. 
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21. 

JV. The King's Bifliop gives check. 
jB. The King at bis QueenV Bifliop's fccond 
Square. 

2?. 

W. The Queen's Knight at his Queen's Bilhop's 

fccond Square (I). 
B. The Qiicen's Rook at her own Place. 

IF. The King's Bifhop at the black Queen's 

Knight's fourth Square. 
£. The Queen at h^r home (m), 

24, 
W. The Queen's Knight's Pawn two Steps,* 
JS. The Queen at her King's Bifliop's Square, 

25.- 
J^.The Queen's Knight's Pawn takes the black 

Queen's Bifliop's Pawn. ' 
J5. The Qgecn's Knight's Pawn takes the Pawn 

again. 

26, 
W. The King's Knight at his Queen's fccond 

Square (n), 
B. The Queen's Bifliop's Pawn 6ne Move (0). 

. (I) If, inllead of going back, in order to purfuc your At^ 
tack on the Pawns that retard your winning of the Qame| 
you (hould give Him Cheeky you would lofe at leaft two 
Moves by it. 

(m) He playeth his Queen with a Deiign to pqt her next 
at her King's Bishop's Square, forefeeing very well that his 
whole Game depends on fuilaining his Queen's Bifliop's 
Pawr\. 

(n) You play this Knight with a View alwfiys to at*? 
Jack the P^wn in queftion. 

(0) He playeth this Pawn to gain one Move, and to hinder 
your King's Knight from placing himfelf at your Queen^s 
Knight's third Square. But as this 26th Move may be play'd 
•therwife« I refer it to my third andlail Back-game. 

27. W. 
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;F, The King's Knight at his BiQiqp-s 3d Square, 
B. The King s Bifliop's Pawn one Move (pX 

28.. 
fV,. The Quecn*s Bifhop gives checH, 
JS. The King at l]is Qucen^s ICnight^ fccpnc^ 

Square^ ' . , 

29. 
ff^. The Bifhop takes the Knight and give^ pheck, 
£. The King takes the Bifhop^ 

^. The Kin^^s Knight gives checl^. 

^. The King at his Queen^s fecond Square (g)^ 

fF. The King's Bifhpp's Pawn one Move, 
jB...Thj2 §i(hop at his King's Knight's Square^ 

}F. The King's Pawn gives cj)eck? 
j?. The King ^t his home. . 

33r 
WrJhe King's Knight at the black Queen!* 

I^night's fourth, Square. 

B. The king'sBifhop at his Qucen*§ third Squarp^ 

34- 
fV. The Queen at her fourth Squ^rjS (r)^ 
^. Loft every where, . 

ffj Whatever he may play now, the Game is irr^trie^ 
yablc ; becaufe as foon as your Knights can- get 3 free Paf? 
^age, the Game is decided. 

f^^ If his King takes your Queen's Bilhop, you havi^ 
his Queen by adifcoyered check upon him j and if he playi 
Cth otherwiTe, he lofes his Queen*^ Biihop! ' - 

frj The Queen takes aft'erwa|:ds his Queen*? Pawp, en* 
fershfs Game» and iz^aft^rs f^pi^ of bis Pl^ce^; |b^r^f9ff it 
J5 nec^lefstogooji. 
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FIRST BACK-GAME. 

Beginning from the Third Move of the 
Seconid Party. 

3d Move.' 
fFhite. fTT^HE Queen's Pawn two Steps* 
jBlacki X The fame. 

4- 
H^. The King's Pawn takes the Pawn; 
£. The Queen's Bifhop's Pawn takes the Pawn 

5- 

fT. The Bifliop gives check. 
S. The Bifhop covers the Check. 

6. 
Jf^. The Biflbop takes the Bifhop.- 
B. The Knight cakes the Bifhop. 

7- 
W^ The Queen's Pawn takes the Pawd.^ 
£. The Knight takes that Pawn. 

S. 
^. The Queen at her King's fecond Square* 
5. The fame. 

9- 

fV. The Queen's Knight at his Bifhop's 3d Square. 
B. The King caftlcs. 

10. 
JV. The Bifhop at his King's Bifhop's 4th Square. 
^ ^he Queen's Knight at his Bifhop's 3d Square. 

11.^. 
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II. 

^. The King caftles. 

B. The Queen takes the Queen; 

la. 
W. The King's Knight takes the Queen# 
B. The Queen's Pawn one Move- 
W. The Queen's Knight at his King's 4th Square. 
B. The King's Bifhop's Pawn one Move (a). 

14- 
W. The King's Rook's Pawn two Moves. 
B. The King's Rook's Pawn the fame. 

W. The King's Rook at its third Square. 

B. The King's Knight at his Rook's third Square. 

16. 
^. The Bifliop takes the Knight. 
£. The Rook. cakes the Bifliop^ 

W. The King's Rook at its Queen s third Square. 
jB. The Queen's Rook at its King's Square. 

18. 
W. The King's Knight takes the Pawn. 
B. The Knight at the white Queen's Knight's 
fourth Square (b). 
19. 
W. The King's Rook at its King's third Square; 

(a) If» iQ lieu of playing thi^ Pawn> he had playM his 
Rook at his King's Square to attack your two Knights; you 
might have let him take the Pawn that is at your King's ie* 
cond Square, and with your other Knight have attacked hia 
Kine's Biihop's Pawn. The Confequence is plainly feen. 

(b) Had he taken your Knight with his Rook« inftead of 
playing as he did; yours (taking his again) would have 
gain'd you his King's Bifiiop, by a Check given with your 
Rook| and confequcntly the Game. 

C 3 B. 
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j^. 'f he knight takes the Rook's i*awn and give* 
check. 

/r. The kwig at his Queeh*s Knight's Square. 
B. The Knight retires. 

Pf^. The knight thecks the king arid Rbok ^t 
once, and having the Advantage of a good 
Situation, and a Rook for a Biftiop, muft 
get the Game. This Obfervation fhew- 
cthi that when both Sides play well, hd 
that move$ Brll will almofl always win 
the Game. 
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SECOND BACK-GAME. 

feeginiiinjg from the Eighth Move of the 
Second Party. 



8. 
i^hite. npHE t^ueen at her king*s Bifliop's 

A fecond Square. 
Black, The Queen's Biihop's Pawn ope Move. 

JVy The King's BifliojD at his King's 2d Square. 
jBi The Queen's Pawn one Move. 

lOi 

fF. The Queen's Bifliop's Pawn one Move 
^£. The Queen's. Pawn one Move. 

2 ti.fF. 
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II* 

U^. The ICing^s Siihop at his third Square. 

J5. The Queen's Bifhop at his Qucen^s fourth 
'^^' Square^ - 

la. 

IF. The Queen's Knight's Pawn one Move. 
^^' £. The Queen's Knight's Pawn two Steps. 
aga 13; 

), mr fpr^ fj^g Queen*s Rook's Pawn two Steps. 
^ £. The Queen's Bifliop's Pawn takca. the Pawn. 
^"-' 14- 

'^ ^ /jT. The Queen's Rook's Pawn takes that Pawn* 

£. The Queen's Bifhop takes the white BiQiop. ' 

15- . 

PF. The King's Knight takes the Bifhop. 

^ B. The Queen's Knight at his Queen's fecond 
Square. 

li W. The Queen's Bifhop at his King's 3d Square. 
B. The Rook at its Queen's Knight's Square. 

17. 
^ W. The Queen's Bifhop's Pawn one Move. 
B. The Queen's Knight at his third Square. 

i8. 
W. The Queen's Knight at his Queen's fecond 
Square. 
; £• The King's Bifhop at" the white Q^uecip's 

Knight's fourth Square. 

^. The King caftles, and will undoubtedly win 
^e Game, becaufe all his Pawns are well 
fituated, and well fuflain'd; whilft his 
Adverfary's Pawns are feparated, and 
likely to be lofl. 

C4 THIRD 
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THIRD and LAST 

, B A C K-G A M E. 

On this Second Party, beginning at the 
Twcnty-iixth Move. 

26. 
W. rr\ H E King's Knight at his Queen's fc- 

JL • cond Square. 
5. The King*s Bifhop's Pawn one Step* 

" ■ ' ' 27. 

W. The King's Knight at his Queen's Knight^s 

third Square. 
B' The Queen's Bifhop's Pawn one Move. 

28. . 
H^. The Queen*s BiQiop gives check, 
B,' The King at his Queen's Knight's fccon4 
*" *- Square. 

29.- 
TV. The King's Knight gives check at the blacjc 

Queen's Bifhop's fourth Square. 
B. The King^s Bilhop takes the Knight. 

30. 
W. T^e Queen's Bifhop takes the Bifhop. 
B, The Queen at her Bilhop's Square. 

31, /F. 
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JV. The Rook at its Queen's Knight's Square. 
J5. The Ring at his Queen's Bilhop's fecond 
Square. 

W. The Queen's Bifliop gives check at the black 

Queen's third Square. 
B. The King at his Queen's Square. 

W' The Queen gives check at the black Queen's 

Knight's third Square. 
B' The King any where lofes the Game. 
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THIRDPARTY, 

Beginning with the Black ; 

Wherein it is (hewn, that playing the K-ing's 
Knight, the fecond Move, is entirely- 
wrong; becaufe it not only lofes the At- 
tack, but gives it to the Adverfary. It 
will be feen likewife by three different 
Back-Games, that agoqd Attack keeps 
the Defender always embarrafled. 



1. 

Black, rp H E King's Pawn two Steps. 
fy'hiie. A The fame. 

2. 

JB. The King's Knight at his Bi(hop*s 3d Square. 
ff^. The Queen's Pawn one Move. 

3- 

£. The King's Biftiop at the Queen's Bifliop's 

fourth Square. 
fT. The King's Bifhop's Pawn two Moves (a). 

4. B* 

(a) Anything clfe your Adverfary could have play'd, Ai« 
was always your beft Move« it being very advantageous to 
diange your King's Bifliop's Pawn for his royal Pawn ; be- 
caufe 
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^. The Queen's Pawn one Move. 

IV. The Queen's Bifhop's Pawn one Mov6 

5- 
JB. The King's Pawn takes the Pawn (b). 
W* The Queen's Bifliop retakes the Pawn. 

6. 
jB. The Queen's Bifhop at the white Kjng** 

Knight's fourth Square,. 
tV. The King's Knight at his Bifhop's third 
Square (c). 

jbaufe your King and Queen's Pawns place themfelves in the 
Middieof the Chefs-board^ and become in a State offlopping 
"Sail the ProgreiTes of your Adverfary^s Pieces; befides chit, 
you gain the Attack upon him, and that by his having play'd 
his King's Knight at the fecond Move. You have ftill another 
Advantage by lofing your King's Bifhop's Pawn for his 
King's Pawn; that is, when you do cattle with your King's 
Rook, the fame Rook finds itfelf immediatety free and fit 
for Action in the very Beginning of the Gamc^This will be 
demon ftrated by my firft Back-game, beginning from- the 
third Move, to which you are fcnt after the Party. 

(b) You muft obferve, that if he refufes taking your 
Pawn, you are to leave it in the fame Situation and Place 
cxpofed to betaken; except, however, heihould chafe to caf- 
tie with his King's Rook, in fuch cafe you mutt without 
any Hefitation, or the interval of a fingle Move, putti that 
Very Pawn forwards, and in order to attack, and fall upoti 
his King with all the Pawns of your right Wing. TheEffc'ft 
of it will be bett learn'd by a fecond Back-game, beginning 
from this fifth Move, to which you are fent. You are to ob- 
ferve again, as a general Rule, not to determine erfly to 
pufli on the Pawns either of your right or left Wings before 
your Adveriary'sKing has caftlcd ; he will otherwiferetire 
where your Pawns are lefs ttrong olr lefs advanced, and by 
confequence lefs dangerous to him. 

(c) If betakes your Knight, you muft abfolutely take 
his with your Pawn, which being join'd to his Camarades» 
encreafes their Strength, and by confequence that of your 
Garnet 

7. J?. 
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B. The Queen's Knight at his Queen's fecond 

Square. 
?r. The Queen^s Pawn one Move. 

8. 
jB. The Bifliop retires. 

'«/, The King's Biftiop at his Qyeen^s third (d) 
Square. 

9. 
B. The Queen at her King's fecond Square. 
^. The fame. 

i6. 
B. The King caftles with his Rook (e). 
W. The Queen's Knight at his Queen's fecond 
Square. 

II. 
B. The King's Knight at his Rook's fourth (f) 

Square. 
W. The Queen at her King's third Square. 

(J) This is the heft Sqtiarc your K'ng's Biftiop can chufc, 
except the fourth of his Queen's Bifhop; pirticularly when 
you have the Attack, and it be out of your Adverfary's 
Power to hinder that Bilhop from playing on his King's 
Bishop's Pawn. 

(e) If he had caftled on his Queen's Side, it would have 
been then your Game to cadle on your King's Side, in order 
to attack him more commodioully with your Pawns on the 
left. It is here again neceifary to obferve, for a general 
,Rule^ that as it is dangerous in an Army to attack the Ene- 
my too foon, it muft ferve likewife for Inllrudlion here not 
to be too hafty in pufhing your Pawns forwards, till they 
are well fudain'd by one another, and alfo by your Pieces, 
othcrwife your Attack will prove abortive. The Form of 
tbis Attack at your left will be feen by a third Back-game^ 
begiiining from this tenth Move. 

(f) He playeth this Knight to make room to his King's 
Bilhop's Pawn, with a Defign to advance it two Steps, in 
order to Ilrlve to. break the Chain of your Pawns. 

12. B. 
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12. 

i The. King's Knight takes the Bifliop (g). 
W. The Queen retakes the Knight. 

B* The Queen's Bifhop takes the Knight (h)^ 
W. The Pawn retakes the Bilhop. 

B. The King's Bifbop's Pawn two Moves. 
W. The Queen at her King's Knight's third 
Square, 

JB. The Pawn takes the Pawn. 
W. The Bilhop's Pawn retakes it. 

1 6. 
J5. The King's Rook at its King's Bifliop's third 

Square (i). 
W. The King's Rook's Pawn two Steps {k)i 

(g) If he had pufliM his King's Bifliop's Pawn inftcad of 
taking your Biihop, yon mud then have attacked his Queen 
with your Queen's Biftiop, and pufh'd your King's Rook's 
Pawn the next Move upon his Bifhop, to force him to take 
your Knight: Ift this Cafe (as I have already obferved) your 
beft way was to retake his Biihop with your Pawn, in order 
to fupport the better your royal Pawn, and replace it in 
cafe it be taken. ^ 

(b) If he did not take your Knight, his Bllhop would 
remain imprifon'd by your Pawns, or he would lofe atleaft 
three Moves to get him free ; which three ufelefs Moves 
Are fuiRcient to fpoil his Game. 

(i) He playeth this Rook with two Defigns, either to 
double it, or to remove your Queen. 

(k) You pu(h this Pawn two Steps to give your Queen 
more room, which being attacked can reiire behind this 
Pawn, and then remain battering upon her Adverfary's 
King's Rook's Pawn. Your Pawn advancing afterwards 
will become dangerous to your Adverfary's King. 

17, B. 
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B. The Qiiccn's Rook at its King's Biffiop'^ 

Square. 
W. The King caftlcs with his Queen's Rook. 

i8. 
5. The Queen's Bifliop's Pawn two Steps, 
ir. The King^s Pawn one Step (I). 

B. The Queen's Pawn takes the Fawn* 
fy'. The Queen's Pawn one Move. 

fij Here IS a Move as diflicult to comprehend*, apitif ^ 
to be well explained. In the firft place you are to obferye, 
that vyrben you find yourfelf with a Ch^in of Pawns follow-* 
idgone another, upon one and the fame coloured Squares ^ or^ 
to fay better, in an oblique Line, the Pawn who has the Van, 
or is at the Head of them, mull not be abandoned, but muA 
ftrive to keep and preferve his Poft. Here then you muf| 
obferve, that your King's Pawn being not in the Line with 
his Camarades, your Adverfary has pu(h'd his Queen's Hi* 
ihop'sPawn two Steps, for two Reafons: Thefirft toen-* 
gage you to pu(h that of your Queen forwards, which in . 
this cafe would be always ftopp'd by that of his Queen^ ^ 
j|nd thus leaving behind that of your King, would render 
it consequently entirely ufelefs. The fecond is- to hinder 
y6ur King's Bifliop to batter upon his King's Ij^ook's Pawn | 
therefore it is bell to pufli your King's Pawn upon his'^ook, 
and facrificeit; becaufe then your Adverfary (by taking 
it, as he cannot well dootherwife) openeth ^ free Parage 
to your Queen's Pawn, which you are to advance imme- 
diately, and fuftain in cafe of need with your other Pawns ^ 
is order tp make a Queen with it, or draw fome otlier con-* 
£derable Advantage' by it to win the Game. It is true,' 
that his Queen's Pawn (now become his King's) appears tp 
have the fame Advantage of having no Oppofition from 
your Pawns to make a Queen ; however, the Difference 
IS great, becaufe his Pawn being entirely feparated fron|i 
his Camarades, will always be in danger of being fnatch'4 
away in his Rdad by a Multitude of your Pieces all at War 
againil it. But to know well how to make ufe of thefe 
M^ves at proper cimes^ one n^uil: l^e already a gopd f layer« 
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B. The Bifhop at his Queen's Bi{hop*s fecondi 

Square. 
tF. The Knight at his King*s fourth Square (m)^ 

ai. 
5. The King^ Kook at the white King's Bilhop*s 

third Square. 
fF. The Queen at her King's Knight*s fecond 

Square. 

p. The Qaeeti at her King's BilDhop's fccond^ 

Square (n). 
IV. The Knight at the blaci; King's Knight'* 

fourtli Square. 

23. . . 
B. The Queen gives checH* 
fF. The King: at his Queen's Knight's SquarCjJ 

" ' ?4- 
JB. The Rook takes the Biftiop (0). 
fP. The Rook retakes the Rook. 

(m) It was necefTary to play tbaf Knight in order to Stdp 
his King's Pawn'; the more becaufe this very Pawn, ip its 
prefent Situation, Hops the PafFage of his own Bi(hop, and 
even of his Knight. 

(n) He playeth his Queen in order next to give you 
check : but if he had play'd his King's Rook's Pawn to Kin* 
derthe Attack of your Knight, you mull have attack'd his 
Bifhop and his Queen with your Queen's Pawn ; and in this 
Cafe he would have been forced to take your PaNvn, and 
you fhould have retaken his Bifhop- with your Knighc, 
which he could not have taken with his Queen, becaufe 
ihe would have beeo loft by a difcpver'd Check with your 
Bifhop. 

(p) He takes your King's Bifhop ; firf!, to fave his King's 
Rook's Pawn, and that your Bi(hop proves moreincommo- 
dioui to him than any other of your Pieces ; and fecondly, 
%Q put his Queen upon the |look that covers your King* 

25- fi. 



Digitized by LjOOQIC 



I 



< 3^ ) 

J5. The Queen at her King's Bi(hop's fourth 

Square. 
W. The Queen at her King's fourth Square (p). 

B. The Queen takes the Queen. 
W^ The Knight takes the Queen. 

a;. 
B. The Rook at the white King's Biihop*s fourth 

Square. 
JV.Tht Knight at the black King's Knight's 

fourth Square. 

£. The Queen's Bifhop's Pawp one Move. 

W. The Queen's Etook at her King's Knight^s 

third Square. 

29. 
B.cThe Knight at his Queen's BUhop's fourth 

Square. 
^. The Knight at the black King's third Square. 

30. 

B. The Knight takes the Knight. 
W. The Pawn retakes the Knights 

31. 
B. The Rook at its King's Bifliop's third Square- 
fV. The King's Rook at its Queen's Square. 

B. The Rook takes the Pawn. 

(p) Having the Advantage of a Rook agaiitft a Biftiop 
at the End of a Party, it is your Advantage to changt 
Queens : and the more fo, becaufe his Queen being at pre* 
fent troublefome to you in the Poll where he juft playM it> 
you force him to change, which he cannot avoid, if he 
will fave his being Check-mate. 

7 W. 
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W^. The Iting*s Rook at the black Queen's fe^ 
<:ond Square, and mufl: win the Game« as 
is eafily perceived d). 



FIRST BACK-GAMEj 

. Of the third Party^ 
Beginning at the third Move, 

htack. fX^ H E Queen's Pawn two Steps.' 
tVbiU. X The King*s Biftiop's Pawn two Stepsfi 

JB. The Queen's Pawn takes the Pawn (a). 
W* The King's Bifhop's Pawn retakes the Pawni 

5- 

B. The King's Knight at the white King^j 

Knight's fourth Square. 
/f^.The Queen's Pawn one Step. 

6. 
B. The King's Biftiop's Pawn two Steps* 
W'. The King's Bifhop at his Queen's Bilhop^^ 

fourth Square. . ' 

(q) Any thing he couM hare playM coold not hinder jo& 
from dotthUog your Rooke^ unlefd he had iaciificed his 
BKhop, or let yefu make a Queen with yoar Pawn ; there-^ 
fore lofes the Game every way« 

(a) If he had taken your King's Bifhop^s^ Pawn infte^d of 
^h^, you muft have pnfliM ;your. KingV Pawn upon his 
Knight, and afterwards retake his Pawn with your^een't 

D 7* f • 
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B. The Queen's Bi(hop's Pawn twd Steps. 
ff^. The Queen's Bifhop's Pawn one Step. 

8. . 
p. The Queen's Knight at hisBifhop*s 3d Square." 
fF. The King's Knight at'his King*s 2d Square. 

^ 9- 

JP. The King's Rook's Pawn two Steps (i). 
JV. The King's Rook^s Pawn one Move. 

10. 
B. The King's Knight at his Rook's third Square. 
W. The King caftles. 

II. 
B. The Queen's Knight at his Rook's fourth 

Square. 
W. The Bifhop gives check. 

12. 
i. The Bifhop covers the Check. 
W* The Bilhop takes the black JSiftiop. 

B* The Qjieen takes the Bifhop. 
,jy* The Queen's Pawii one Move* 

14. 
j5. The Queen's Bifhop's Pawn one Move (c). 
W. The Queen's Knight's Pawn two Moves. 

(h) He puflies this Pawn two Steps to avoid having a 
double Pawn upon his King*s Rook's Line, which by puih- 
ing ypur King's Rook's Pawn upon his Knight, he could not 
poffibly avoid ; and your taking it afterwards with your 
Queen's Biftu^, would h^ve giveii him a very bad (jame. 

(c) He playeth this Pawn to cut the Communication of 
your PawjQs; Qutypn avoid it by puibin^ immediiitelyyoar 
Queen's Knight's Pawn upon his Knight, which having no 
Retreat, obliges your AdVerfary to take the Pawn by the 
way. This rejoins your Pawns again, and makes them in- 
viacible« 

15. A 
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S* TheC^ecn's Bifliop's Pawn takes itpaltingby* 
JV. The Rook's Pawn retakes the Pawn, 

j6. 
B. The Queen's Knight*s Pawn one Move. 
JV. The Queen's Bilhop at his King's third 
Square. 

17. 
J?. The Bifliop at his King's fecond 'Square. 
^. The King's Knight at his King's Bifhop's 
fourth Square (d). 
18. 
B. The King's I^night at his own Square. 
fF. The King's Knight at the black King*^ 
Knight's third Square< 

19- 
5. The King's Rook at its fecond Square. 
/K The King's Pawn one Move. 

20. 
B. The Queen at her Knight*s fecond Square. 
IV. The Queen's Pawn one Move. 

21. 

,B. The King's Bilhop at his third Square. 
U^. The King's* Rook takes the Pawn. 

22. 

5. The King caftles. 

W. The King's Rook takes the black Queen's 
Knight. 

23* 
B. The Pawn takes the Rook. 

(d) This Knight fecms to be of very little confequence ; 
neverthelefs'tis he that gives the mortal Blow to his Party, 
becanfe this very Knight holds at prefent all your Adver* 
iary's Pieces in fome meafure quite lock'd up, till you have 
time to prepare the Check-mate. 

Da W.Thfi 
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W. The Queen's Rook cakes the Pawn: 

24. 
5. The Queen's R,6ok's Pawn on? Move, 
W. The Rook gives chedk. 

25. 
JP. The King retires. 

W. The Rook' at the black Queen*s Bifliop's fc* 
cond Square. 

B. The Queen at her Knight's fourth S(!(uarc. 
W^ The Queen's Knight ac his Rook's 3d Squared 

27. 
J?. The Queen at her King's Bifliop's fourth 

Square* 
W. The Queen's Knight at her Bifliop's fourth 

Square. 

a8. 
5. The Queen takes the Knight, knowing not 

to do better, 
W. The Bilhop gives check. 

£. The King retires where he can/ 
W. The Knight gives chcck-mate# 
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SECOND BACK-GAME, 

Beginning from the fifth Move, 

I 
Black. 'TT^ H E King caftles. 
ff^hile* X The King*sBifhop*s Pawn one Move* 

6. 
5. The Qiieen*s Pawn one Move. 
^ff^. The Queen at her King's Bifhop's 3d Square# 

7. 
jS. The Queen's Pawn takes the Pawn. 
fT. The Queen's Pawn retakes the Pawn* 

8. 
JB. The Queen's Rook's Pawn two Moves. 
fF. The King's Knight's Pawn two Movesr 

9. 
B. The Qiieen at her third Square. 

ff^. The King's Knight's Pawn one Move, 

10. 
B. The King's Knight at his King's Square. 
/ST. The King's Biftiop'at his Queen's JBifhop's 
fourth Square. * . 

II. 

5. The Queen's Bifliop's Pawn one Move, 
fr. The Queen at the black King's Rook's 
fourth Square. 

D 3 li.A 
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12. 

J5. The Queen's Knight's Pawn two Steps. 
W. The King's Knight's Pawn one Move. 

B. The King's Rook's Pawn one Move. 

W. The Bifliop takes the King's Bilhop's Pawn, 

' and gives check. 

B. The King at his Rook's Square. 
TV. The Queen's Bilhop takes the black King's 
Rook's Pawn. 

J?. The King's Knight at his Bilhop s third 

Square. 
U^. The Queen being at her King's Rook's fifth 

Square, wins the Game on removing the 

Jiibop, 



THIRD BACK-GAME. 

Beginning from the tenth Move. 

• . lO. 

Blach npHE King caftles on his Queen's Side. 
White. X The King caftles on his own Side. 

II. 
B. The King'« Rook's Pawn one Move. 
W. The Queen's Knight at his Queen's fecond 
Square. 

1 2.* ■ 

£. The King's Knight's Pawn two Steps, 

W^ The Queen's Bifhep at his King's 3ti Square. 
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B. ThcQiieen'sRook at its King's Knight's Square. 
W. Irhc Queen's Knight's Pawrt two Steps. 

S. The King's Rook's Pawn one Move. 

^. The Queen's Rook's Pawn two Moves (a). 

£. The Bifhop takes the Knight. 
fT. The Queen takes the Bifhop. 

1 6. 
B. The King's Knight's Pawn one Move. 
^. The Queen at her King's fecond Square. 

17. 
B. The Queen's Bilhop's Pawn one Step. 
W* The Queen's Rook's Pawn one Step. 

18. 
B' The Bilhop at his Queen's Biihop's fecond 

Square. 
/F. The Queen's Bifliop's Pawn one Move. 

5. The King's Rook's Pawn one Move. 
fT. The King's Rook at its Queen's Knight's 
Square. 
• . 20. 

B. The King's Rook at its fourth Square. 
fF. The Queen's Bifliop's Pawn one Move. 

CaJ When the King finds himfelf behind two or three 
Pawns^ and that your Advcrfary falls upon them in order 
to break them or make an Irruption upon your King, you 
inuil take care to pufli none of thofe Pawns till you are for- 
ced to do it. As for example : it would have been very ill 
pl^'d to have pulhed your King's Rook's Pawn upon his 
Bifhop, becaufe he would then have got the Attack upoa 
yoi} by taking your Knight with his Bifhop, and would 
nave got an Opening upon your King by pufhing his 
£ing*s Knight's Pawn. This would have loft you the Game. 

P 4 21, 5. 
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J5. The Quecn^s Pawn one MovCf- 
fT^ The King's Pawn one Move. 

jB. The King's Knight' at his King's Square.' 
fF. The Queen's Knight's Pawn^one Move* - 

£. The Pawn takes the Pawn. 

IT. The King's Rook retakes the Pawn* 

B. The Queen's Rook's Pawn one Move. 
. fT. The King's Rook at its Queen's Kiiight*^ 
fourth Square. 

• 25. 
5. The King's Biihop's Pawn one Move. 
tF. The King's Bifhop ta^es the Queen's Rook*5i 
Pawn. 

" B. The Pawn takes the Bifhop. 
U^. The Queen takes the Pawn, and gives check, 

ay. 
B. The King retires. 
fF. The Queen gives check. 

J?. The Knight covers the check. 

fF. Th«? Queen's Rook's Pawn one Move, 

29. 
B. The King at his Queen's fecoiid Square, - 
fF. The Qtieen takes the Queen's Pawn, anci 
gives check. 

JjS* The King retires. 

ir. The Queen's Rook's PaSyn one Move^ and 
by different very ' vifible ways wins the 
Game, without going farther. 

FOURTH 
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PO URT H P ARTY, 

WITH 

TWO back;-games, 

One beginning from the fifth, and the othcf 
from the fixth Move, 



Slack, rr^ H E King's Pawn two ?tepSt 
l^bite. X The fame. 

a. . . 
JB. The Queen's Bifliop's Pawn one Step (a)^ 
JF* The Queen's Pawn two' Steps. 

3. ■ ' • 

B* The Pawn takes the Pawo, 
W* The Queen retakes the Pawn.- 

faj Playing this Pawn thefecpiid Nfove (unlefsonc is fur^ 
0f playiog with a bungling Gameiler) is demonilratively ill 
played, becaufe the' Move is certainly loft by the Adverfa- 
^ry'spuihing the Queen's Pawn two Steps; confcquently the 
Attack goeth on the other fide, and very probably the 
Game ; for, when once the Move is loft, it is very difficult 
to regain it with good Players. ,*Tis true, if you weretone- 
gledl puihing your Queen's Pawn, (as I faid before) he 
\^PMld lock up all your Game with his Ps^wns* 
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4- 
jff. The Queen's Pawn one Move C^)* 
W. The King's Bifliop's Pawn two Steps. 

B. The King's Biftiop's Pawn two Steps {c). 
fT.Thc King's Pawn one Move (d). 

6. 
B. The Queen's Pawn one Move (e). 
H^. The Queen at her Kmg's Bilhop's 2d Square* 

(h) If inftead of playing this Pawii« he had played his 
King's Knightac his King's fecood Square^ yoa mtifthave 
in chit cafe polhed yodr King's Pawn forwards, and faftain* 
ed ic afterwards with your King's Biihop's Pawn. 

(cj if he had played his Queen's Biflicpat his King's tbir4 
Squ^are inftead of playing this Pawn, you mu ft then have 
played your King's Bifhop^t his Queen's third Square, and ^ 
the Situation of the Game would have been in this cafe 
cxa^ly as it is at the fixth Move of the fecond Party, ('vids 

S* l$.) But if he had attacked your Queen with his Queen's 
iihop's Pawn, he would have loft the Game, becaofe the 
Pawn that formed the \ran-guard on his Queen's Side is left 
behind, (vide l^t^. (I) the eighteenth Move of the third 
Party). A Back-game will better clear this Situation, and 
the Progrefs of it. 

(d) It muft be a general Rule to avoid changing your 
King's Pawn for your Adverfary's King's Bifliop's Pawn, 
except you are forced to it, as it may fometimes happen by 
Accidents one meets with in the Defence, but rarely in the 
Attack. You are to obferve likewife the fame Role with ''«? 
gard to your Queen's P-wn againft his Queen's Bifhop's 
Pawn, becaufe (as I have already mentioned) the KingaDd 
Qoeen's Pawns are better than any other two Pawns. They 
occupying the Centre, hinder beft your Adverfary''8 Pieces 
from hurting you. 

(tj \f inftead of puftiing this Pawn, he had taken your 
King's Pawn, you muft in that cafe have taken his Q^ueen, 
and afterwards his Pawn; thus hindering him fromcaftling, 
you preferve the Attack upon him, and by confequence the 
Advantage. But, had he played his Queen at her Bi(hop*s 
fecond Square, it would have produced a different Game, 
the Progrefs of which will be ihewn by the fecond Back* 
gjim«. from the fixih Move. 

7- 5. 
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7- , ' . 

B. The Queen's Bi(hop at his King's 3d Square. 
fF'. The King's Knight at his Bifhop's third 
Square. 

8. 
JB. The Queen's Knight at his Queen's ad Square. 
^. The King's Knight at his Queen's 4th Square. 

. 9- - . 

B. The King's Bifliop at his Queen's Bifliop's 

fourth Square. ^ 

jy* The Queen's Bifliop's Pawn one Move. 

10. ' 

B* The Queen at her Knight's third Square. 
^. The Queen's Bifliop at his King's third Square. 

II. 
£. The King's Bifliop takes the Knight. 
^. The Pawn retakes the Bifliop (f). 

12. 
S. The King's Knight at his King's 2d Square. 
fT. The King's Bifliop at his Queen's 3d Square, 

B. The King caftles with his Rook. 
fF. The King's Rook's Pawn one Move. 

14- 
B. The Queen at her Bifliop's ad Square (g). 
fj^. The King's Knight's Pawn two Steps. 

(f) When two Bodies of Pawns find themfelves k*^ 
parated from the Centre^ yoa mud always flrive to ftrength* 
en and encreafe the ftrongeft Side; but if yoa have twa~ 
Pawns in the Centre* your Aim mud be» to unite as many 
to it aspoflible; having already obferved that the Cencre* 
Pawns are by much the beiland the iirongefl. This Advice 
ferves for a general Rule. 

(g) His Queen being now of nonfe iii that place, he re- 
moves her to make room for his PawnSj with a defign to. 
paih them upon you. 



^\ 
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5. The King's KnightfsPawn one Step; 
W^ The fame (h). 

i6. ' 
B. The Queen's Knight's Pawn one Step. 
ff^. The Queen's Knight at his Biftiop's thircf 
Square. 

i7. 
J8. The Quecii's Bilhop's Pawn one Move. 
fF. The Kingcaftles on his Queen's Sidp (i). 

B^ The Pawn takes the Pawn. 
fp^. The Bilhop retakes the Pawn. 
19. 

jj. The Queen's Knight at his Qiieen's Bifliop's 

fourth Square. 
J5. The King's Rook's Pawn one Move (k). 

20. 
B. The Knight takes the King's BiQiop. 
fP". The Rook takes the Knight. 

fhj The pufhiog of this Pawn obftruAs his Gameth* 
more : your King's Rook's Pawn who is to follow it wilt 
be always in a Condition to make an Opening upon his King 
as foon as your Pieces are all ready to form your Attack ; 
'tis what he can no longer avoid. 

($J You caftle with your Queen's Rook, to have a more- 
free Attack on your right Wing; but if inilead of caftling 
you had taken the Pawn oi^er'd to you, you would have 
play'd very ill, beeaufe his Queen's Pawn would have united 
that of his Queen's BKhop's in a front-Line, and would have 
proved very incommodious to all yo&r Pieces; beiides, it is 
rarely good to take Pawns when offered, beeaufe they are 
feldom ofFer ed without a View of fome confiderable Ad«* 
yantage. 

CiJ Had you taken his Knight with your Qoeen's BU 
fiiop, you had fallen into that very Error which you ilrove 
(p ^V9i<^ ^y not taking the Pawn^offer'd to you before. 

»1. iR 



Digitized by 



Google 



C '45 ) 

JJ:XheQs?ceh^s Brfeof) at his King^ ^lfliop*i 

fecond Square (I). 
Jp. The King's Rook*s Pawn one Move. 

^^. 
. B. The Qjieen's Knight's Pawn one Move (m). 
lird ^- The Quel's Rook at it^ King's Rook^s third 
Square. . 

23. 
5. The Queen's Knight's Pawn one Move* 
IV. The Kiflg's Pawn one Move. 

24. 
j&. The Bifliop at his King's Square (n). 
W. The King's Rook's Pawn takes the Pawn.' 
25. 
p'j J5. The Biihop retakes the Pawn. 

W. The R bok takes the black King's Rook*s Pawnil 

26. 
B. The Biftiop tsakes the Rook* 
W. The King's Rook takes the Bilhc^; 

27. 
B. The King takes the Rook, 
f ^. The Queen gives check at her King*s Rook'^i 

• fourth Square., 

- 28. 

J5. TheKing at his Knight's place, having nootherJ 
W. The Queen gives Check-mate in). 

0) Keplayeth thb Bifhop« to replace his King's En^ght's 
Pawn in cafe it be taken. 

(m) He play eth this Pawn to attack thcKni^ht that covers 
your. Kiogi knowing not to do better, for, had he takepL 
. your Pawn* he would have loft the Game equally. 

t (n) If he takes the Pawn in lieu of retiring, his Bifliop^ 

' he lofes the Game alfo. 

(^) You are to obferve, that if yon can fucceed to make 
an Openingnpon your Adverfary's King with two or threer 
£awn^ the Game is abfolutely won. 

FIRST 
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FIRST BACK-GAME, 

Of the Fourth Party, 
Beginning from the fifth Move. 



r 



Black.rrMlE Queen's Bilhop*s Pawn one 

JL Move- 
White. The King's Biftiop gives checkr 

6. 
B. The Biftiop covers the Check. 
W; The Biftiop takes the Biftiop. 

jB. The Queen tajces the Biftiop. 
W. The Queen at her third Square. 

8. 
5. The Queen's Knight at his Biftiop's third 

Square. 
W. The Queen's Bifliop's Pawn two Steps. 

9- 
jS-. The Queen's Knight at the white Queen's 

Knight's fourth Square. 

fF. The Queen at her King's fecond Square. 

B. The King's Biftiop at his King's 2d Square. . 
W. The Queen's Knight at his Biftiop's third/ 
Square. 

II. -P* 



Digitized by 



Google 



^nivmHP 



( 47 ) 

' II* 

6. The King's Bifhop at his third Square.' 
/F.The Queen's Ktiight at the black Quecn!« 
fourth Square. 

12. 

B^ The Queen's Knight takes the Knight (a). 
IF. The King's Pafn retakes the Knight (b). 

B. The Knight at his King's fecond Square. 
W. The^KingJs Knight at -his Bilhop's 3d Square* 

14- 
J5. The King caftles with his own Rook* 
IF. The Queen at her third Square. 

B. The King's Rook at its King's Square.' 

JV. The King at his Bifhop's fecond Square (c)^ 

B. The Knight at his King's Bifhop's fourth 

Square* 
W. TJ;e King's Rook's Pawn two Steps. 

17- 
jB. The Knight at the white, Queen's 4th Square^ 

(a) By this Change he avoids his Queen's Pawn being 
attack'd by your Rooks; neverthelefs, your King's Pawn 
will win the Game in fpite of all he can do. 

(h) Had you taken with your Queen's Bifhop's Pawn in- 
flead of your King's Pawn^ he would have, had it in hit 
power to feparate your Pawns by pufliing hisKing's Bifhop's 
Pawn upon your King's Pawn. 

(c) ' Tis often better to play the King than to caflld ; ic' 
enables you bed to attack with yonr Pawns on that 8ide« 
You are to obferve in this prefent Cafe, that if you had. 
caflledonyour Qneen's Side, your Ad verfary'sBifhop would 
have been very incommodious toyou, having his line quite 
open. Take notice when you play your King, to put him 
always upon a Line where your Advcrfary has a Pawn upoa 
itj becaufeyou are better covered from the Rooks Ambufhes. 

m The 
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W. The Quccn*s Bifhop at his King's 3d Squarci 

'18. 
B* The Knight takes the Knight. < 

W, The King retakes the Knight. 

fi. The Bilhop takes the Queen's Knight's Pawn; 
^. The Queen's Rook attacks the Bilhop. 

20. 
JJ. The Biftiop retires at his third Square. 
W. Tbe.King's Knight's Pawn two Steps. 

B. The King's Knight's Pawn one Step» 
W. The fame. 

B. The BiOiop at his King's Knight's fccond 

, Square. 
W. The King's Rook's Pawn one Move. 

5. The King's Rook at its King's fecond Squar^ 
W. The King'-s Rook at its fourth Square* 

24* 
J5. Tire Queen's Rook at its King's Square. 
IV. The Bifliop at his Queen's fecond Square. 

" ^5. ' / 

B. TheKing's Rook at the white King's fourth 

Square- 
tV. The Rook's Pawn takes the Pawn. 

26. 
B^ The. Rook's Pawn retakes the Pawn. 
W. The Queen's Rook at her King's Rookt* 
' Square. 

B* The Queen's Knight's Pawn two Steps. 
W* The Bifliop at his Qpecn's Bifhop's 3d Square. 

a8,A 
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B. The Rook gives check. 

IV. The King at his BiQiop's Tecond Squared 

29: 
jB. The Rook takes the Queen. 
^. The Rook gives Check-mate at the black 
* King*s Rook*s Square* 



JSm. ^» S9 ^S ^S ^™ ^» S9 ^3 oS ^S ^2 CS ^S d SS ^2 Ss "* CS ^5 CS 

SECOND BACK-GAME, 

Of the FodfCh Fartjr, 
Beginniag at the Skth Move. 

X Square. 
fFbite. The King's Bifh&pX hb Qyeetfi Biflio^« 
idtirth ^ua««. 

7- ' 
£. The Queen's Pawn likes the Pawn, 

ff^. The Pawn retakts thd Piw0. ' 

jB. The Qpecn's Bilhop's Pawn one Move.' 
ff^. The Queen at the btack Qjieen's 4th SqaareT 

S, The Queen's Knight at his Kfllop*s third 

Square. 
ff^. The King's Knight at his Bilhop*s 3d Square; 

£ 10,5. 
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lO. 

5. The Queen*? Knight at the white Queen's 

Knight's fourth Square. 
W. The Queen at her own Square. 

II. 
.5. The Queen's Rook's Pawn one Move* 
W. The Queen's Rook's Pawn two Moves. 

12. • ' 

B. The King's Knight at his King's ad Square. 
./i^.,XbeKingcaftks.. 

13; 

B. The King's Knight's Pawn one Step. 

W. The Queen's Bifhop at the black. King's 

Knight's fourth Square. 

14. 

B. The King's BJfliop at his Knight's fccond 

Square. 
W. The Queen's Bifhop at the black King's Bi- 
(hop's third Square. 
15. 
5. The King's Knight at his own Square. 
W. The Queen's Bilhop takes the BMhop. 

16. 
B* The Queen retakes the Bllhop. 
/T.The King's Knight at the black King's 
Knight's fourth Square. 
17.- 
5. The King's Knight at his Rook's 3d Square. 
W. The Queen's Knight at his Bifliop's third 

Square^ 
. * 18. 

B. The Queen's Knight at his Bifliop's third 

' Square. ' • 

W. The Qiiecn at the black Queen's 4th Square. 

19. 5* 
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19. 

5. -The Queen's Knight at his King*s ?d .Square. 
fF. The Queen at the black Qiucen*s 3d Square. 

B. The Queen's Biflhop at his Queen's 2d Square. 
ff^. The King's Pawn one Move. 

B. The Queen's Bilhop at his third. Squiare. 
fir.- The Queen's Rook at its Queen's Square. 

22. 

B. The King's Knight, at the white King's 

Knight's fourth 'S*quare. 
fT* The Queen gives check at the black Queen's 
.. fecond Square. , ^ » 
23. 
S. The Bilhop takes the Queem 
W. The Pawn takes the BiQiop, and gives check. 

• 24. " .' ! 
B. The King at his Queen's Square. 
fT. The Knight gives Check-mate at the black 
King's third Square. 

Tho' this Back-Game may be played feveral different 
vfSLys, the black will always lofe the Game^ if you tak« 
care to fuffer no Obftru^on to your King's Biihop. . , . 



.3^ 
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FIRS T G AMBIT, 



WITH 



SI3t BACK-GAMES. 



I. 

IHnte, rp H E King^« Pawn two Moves: 

Black. X The fame 
• a. 

ff^. The King's Bi(hop*s Pawn two Step*; 
B. The King's Pawn takes it. 

3' '■ . 

IT. Th^ King's Knight at histBilhc^rs 3^.^^^ 
B. The King s Knight's Pawn two Moves. 

4- 
JF» The King's Bifhop at his Queen's Bifliop's 

fourth Square (a). 

(») If yon had polhed your King's Raok'» Pawn two 
Steps, before yon had played this' Bimop, your Adver&ry 
wonld have abandon'd the Gambit's Pawn, and by fo doing 
would have gained the Attack upon yon with a better Situ- 
ation of Game, This will be deraonftrated by my &'& 
Back-game, begtiuung afrthe ibtutk More. 

ATh^ 
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£. The King's BiOiop at fais Knight's (econd 
Square (b). 

6- 

tP". TheKing*s I^ook's Pawn two Steps (c}. 

B* The King's feook's Pawn one Step (d). 

W. The Queen's Pawn two Steps. 
J?. The Queen's Pawn one Step (e). 

7- 
ff^i The Qiieen's Bifhop's Pawn one Step^ 

B. The fame (f). 

8- 
fF. The Queen at her Kiiight's third Squared 

B. The Queen at her King's fecond Square* 

. 9- 

»^. The King caftlcs. 

fij If inftead of playing this Biihop be had poihed kit 
King's Knight's Pawn upon yours; a fecoiM^ Back-game 
will ihew you how to have con tinned your Attack in fuch 
a Cafe. 

(cj You play this Pawn.atprefent, in order to make him 
advance his King's Rook's Pawn^ by which More hit 
King's Knight becomes a prifoner. 

(dj If he bad pulhed his King's Knight'sPaWta npoh yoor 
Knight, inftead of moving this Pawn, it would have pro- 
duced a different .Game, which will be ihewii by a thitd 
Back-game on this Gambit. 

(ij If in dead of playing this Pawn hie had played his 
Queen's Bifhop's Pawn, you muft in this Cafe have pulhed 
your King's Pawn, in brder to take his Qs<Mn'> Pawn by the 
way, in cafe he had pulhed it two Steps upon your King's 
Biihop. This nuift be the Subjedl of a fourth Back-game*. * 

'^N. B. You are to obferve, that in .the Attack of Gam- 
bits in general, the King's Biihop is tke beft Piece, ilfid the 
King's Pawn the beft Pawn. 

{/J If inftead of inoting this Pawn tie had played his 
Queen's JBilhop, either kt his Kind's third Square, orat jroiir 
King's Knighc'i fourth Square, he had loft the Game m a 
few Moves. This will be Ihewn by Back-games, in which 
I will make his Knight play both ways* 

E 3 S. The 
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S. The Quecn*s Knight's Pawn two Steps (i).- 

lo. • ; 
fF. The King's Biftiop at his Queen's 3d Squgre.^ 
B. The Queen's Rook's Pawn one Step. 

fT. The Queen's Rook's Pawn two Steps. 

B. The Queen's Bilhop at his Queen's Knight^ 

feconid Square. . . : ^ 1 : - ^ w 

12.' 
»^. The Queen's Knight at his Rook's third 

Square. 
B. The Queen's Knight at his Queen's fecond 

Square. 

• • • I?-' -•■■'' 

fT. The Queen's Bifhop at his Queen's fecond 

Square. .::.....: 

B. The Queen ^t her King's Bifliop's 3d Square. 

\--' '-iVj ■'• 
]Jf^. The Queen's Rook's l^awn^takes the Pawn. 
B» The Queen's Rook's Pawn retakes it. 

fF. The Queen's Knight takes the Pawn* 
. B. The Pawn retakes the Knight. 

16. 
W* The Queen takes the Pawn. 
B* The Rook at its Knight's Square. 

: • ^ '■ 17- . ■. ' 

JV. The King's Rook's Pawn takes the Pawn. 
JB. The Pawn retakes. 

/g) If he had not pafhed this Pawii upon your Biihopi I 

' wili flicw by a fixth and lad Back-game that you would have 

won the Game eafily. But now, he breaking your Attack 

' on the King's Side by this Move, you muft remove it to 

the Queen's Side as followti and you will infallibly win the 

' Game litewlfe. 

. 18. »^. 
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i8. ' . 

ff^. The Queen takes the king's Knight's Pawn.. 
B. The Queen takes the Queen. 

fT. Thfe Knight retakes the Queen. 

B. The King's Knight at his Rook's 3d Square. 
' ' ao. . ' 

fF'. The Queen's Bifliop takes the Pawn. 

B. The King's Bifhop at his Square. 
21. 

W. The Queen's Knight's Pawn two Moves ; v 
ind k is plain enough muft win the Game, 
not only by the Strength of the Pawns, but 

' by the extreme bad Situation of the Black, 
having not one good or faving Move. 



FIRST BACK-GAME, 

Of tke Firft Gambit. 
Beginning at the Fourth Move. 



• 4. ■ 

fFbite.'~r^i{E King's Rook's Pawn two Steps. 
Black. X The King's Knight's Pawn one Step» 

5- ". 
W. The King's Knight at the black King's fourth 

Square. 
• E 4 B. The 
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S. THe King's Rook*8 Pawn two Movcs^ 

6. 
0^. The King's Blfiiop at his Qpeen's Bifbop's 

fourth Square. 
£. The King's Rook at its fecond Square. 

7- 
JF. The Queen's Pawn two Moves. 

B» The Queen's Pawn one Move* 

8. 

ff^. The^ King's Knight at his Queen^s third 

Square. 

B. The Queen at her King's fecond Square. 

9. 

^. The Queen's Knight at his Bifhop's third 

Square. 
j5«The King's Knight at his Bifliop's third Square. 

lO. 

ff^. The Queen at her King's fecond Square^ 
B. The King's Pawa one Step» attackir^ the 
white Queen* 

II. 
JF. The King's Knight's Pawn takes the Pawn. 
£. The King's Knight's Pawn retakes the Pawn. 

12. 

W. The Queen takes the Pawn. 
B. The Queen's Biihop at the white King's 
Knight's fourth Square. 

13- 
JV. The Queen at her King's third Square. 

B. The King's Biihop at his Rook's third Square. 

^. The King's Knight at his King's Biflx)p'a 

fourth Square. 
B. Tlic Queen's Biflu>p's Pawn one Move* 

1$. ff^. 
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*5- 

W. The Queen's Bifhop at his Qyeen's fccond 

Square (a). 
B. The King's Bilhop takes the Knights 

i6. 
W. The Queen takes the Bilhop. 
JB. The Qucen^s Pawn one Move# 

W. The King's Bifliop at his Queen's third 
Square. 
' B. The King's Knight takes the King's Pawn, 

W. The Bifliop, or the Knight takes the Knight/ 
B. The King's Bifliop's Pawn two Steps {b). 

(a) If you hod pufhcd yoor King's Pawn inftcad of play» 
ing this Bifhop, the Pawn wonld have been loft the lame, 
by his attacking of it with his Queen's Knight. 

(b) The fame Pawn takes afterwards his Knight* and mud 
infallibly win the Game. Thofe who have made a \ii%\^ 
Advantage by the Leflbns given in the firft foar Parties, 
have no occaiioii for any Inftrudtion to finifh this, and to 
win it. This laft Pawn* now become Royal, fuftained as it 
is, and at the Head of his Camarades, is worth one of the 
beft Pieces. So it is oeedlefs to go farther with this firft 
Back-game* 



SECOND BACK-GAME, 

From the fourth Move. 



4' 
UnfUf, tT\ HE King's Waop at h» Queen's 

X BUhop^s fourth Square. 
Blank. The King's Knight's ¥v»vt one Move. 
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5. . . 

W. The King's Knight at the black King's 

fourth Square. 
B. The Queen gives check. 

6. 
W. The King at his Bifliop's Square. 
B. The King's Knight at his Rook's 3d Square.^ 

• 7.' •^■ 
W. The Queen's Pawn two Steps. 
B. The Queen's Pawn one Step. 

8. 
JT. The King's Knight at his Queen's third 

Square. 
B. The King's Pawn one Move. 

9- 
W. The King's Knight's Pawn one Step. 
B. The Queen gives check. 

10. 
W. The King at his Biffiop's fecbnd Square. 
B. The Queen gives check. 

II. 
/F. The King at his third Square. 
B. The King's Knight at his Place (a). 

12. 
W. The King's Knight at -bis King's B)fliop's 

fourth Square. 
B. The King's Bifhop at his Rook's 3d Square. 

13. 
W. The King's Bilhop at his Home attacking 

the black Qiieen. 
B. The Queen takes the Rook, not knowing to 
do better. 

(m) He playeth tliis knight to make room for his KiAg's ' 
Bifliop, in order to attack your King with it, being his beft 
Move m Ae prefc^it Simatiott. ^ .- 

14- /^- 
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.14. 
ly. The King's Bifliop gives check, and takes 
the Queen afterwards (6). 

ft J I have no need to go further in this Game, fince it is 
evident that the White mufl wii;. 



THIRD BACK-GAME, 

Beginning from the fifth Move. 

5- 
IFbiie. HpHE King's Rook's Pawn two Steps; 
BlacL A The King's Knight's Pawn one Step. 

6. 
fF. The King's Knight at the black Kind's 

Knight's fourth Square. 
B. The King's Knight at his Rook's third 
Square. 

7- 

H^. The Queen's Pawn two Steps; 

B. The King's Bilhop's Pawn one Step. 

8. 
JV. The Queen's Bifliop takes the Pawn. 
B. The Queen's Pawn one Move. 

9- 
fF* The Queen's Bilhop's Pawn one Move. 
B. The Pawn takes the Knight (a). 

fa) If he had taken yoor Knight be&re he had made 
.room fipr* his Queen^ by pnfhing her Pawn> you muft 
have then taken his with your Biihop. 

io.»". 
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/r. The Pawn takes the Pawrii^ 
B. The King's Knight at home. 

II. 
fV. The Queen at her KnightV third Square. 
B. The Queen at her King's feeood Squaret 

JSK The Queen's Knight at his Queen's fecond 

Siquare. 
jB. The Queen at her King's Bifhop's Square. 

TF. The King caftles with his Rook. 
JB. Lofcs the Game (i). 

(I) If he playeth his Queefi to avoid the difcoverii^^ 
your Rook upon her, he lofes his Knight, beiides a bad 
Game : and if he playeth his Knight he iofes iiis Q^ecn. 
It is vifible he lofes the Game every way. 



FOURTH BACK-GAME, 

Of the Fiift Gambit, 
Beginning at the iixth Move. 

6. 
Whlte.rry h E Queen's Pawn two Moves. 
Black, JL The Queen's Bilhop's Pawn one 
Move {a). 

7' 
W. The King's Pawn one Move. 

(a) He pbyeth this P»wn inith t E^gfl tor sttdck rf- 
terwards yourKing^t.Biflwp with hit Qaetn's P*Wn, tirkkh 
>ou 4f prevent by palhiDg your King's Pawn. 

8 B.Thc 
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JB. The Queen's Knight's Pawn two Steps# 

Jf^. Th« Biflbop zt his Queen's Knight's jd SquarcJ 
B. The Queen's Rook's Pawn two. Steps. 

9. 
/T. The Queen's Rook's Pawn tw0 Steps. 
B. The Queen's Knight's Pawn one Swrp. • • . . 

IQ. 

^. The C^ififi^'s Knight at ki$ Queen's fecond 

Square (i)^ 
B. The Queen's Biftiop aft his Rook's 3d Square. 

If. 
IV. The Qjucen's Knight a« his King's 4:th Square. 
B. The Qy!?ej>. ^t bet KotgWs third Square, or 

any where elfe, lofes the Game. 

fK The Knight grres check at the black Qi»cn*s 
third Square. 

,^ ^^^ThisKiiigli^iii^kk appeared iii£^£c4ii$ji^ 
rion, 15 HOW tto very Piece that will win the Game, wiAoat 
Poffibility to the Advcrfary of hindering it; Therefore one 
ought to take care to djfpofe th.e Pawns in fuch a.man&ec at 
to binider, if^ KQi{h^% eateriiig xnO) qdo's G>q«^ 



FIFTH BACK-GAME, 

From the feventh. Move. 

7. 
jyUf4* nr^lM Ojjeen'is Bifliop** Pawn one MomL. 
Black. X TheQ()een'sBi{bQp,aKtl«iRbU£King't 
Knight's fiaurt hSquare. 
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8. 
ff^. The Queen at her Knight's third Square* 
S. The Queen's BKhop^ at his King's Rook^s 
fourth Square (a). 

9- 
W. The King's Rook's Pawn takes the Pawn. 
B. The Rook's Pawn retakes the Pawn. 

lO. 

Jf^. The King's Rook takes the Bifliop. 
B,. The Rook takes the Rook. 

' 11. .'-.:.. 

ff^. The King's Biftiop takes the Pawn, and giv« 
ing check to the King and Rook wins a 
Piece, and by confequence the Game* 

faj If he had fuftained his King's Bifhop's Pawn with 
his Qaeen, you had then taken his Queen's Knight's Pawn,' 
and afterwards his Rook. 



The SIXTH and LAST BACK- 
GAME, 

Of the Firft Gambiti 
From the ninth Move. 



Wbite.nn HE Kingciftlcs. 
Black. X The Queen's Knight at his Queen's 
fecond Square. 

lO. 

tr* The King's Rook's Pawn takes the- Pawn. 

B. The 
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JB. The Pawn retakes it. 
II. 

^: Th^ King's Knight takes the Pawn. 
J?. The Queen takes the Knight. 

12. 

Jp^. The King's, Bi^Ihop takes the Pawn, and 

gives check. 
B. The King at his Bifliop's Square. 

/T. The Queen's Bifliop takes the Pawn. 
B. The Queen rat the white King's Rook's fourth' 
Square. - 

^. The Queen's Kfliop takes the Pawn, and 

- gives check. 
B. The King's Knight covers the Check. 

IS- 
W. ThcKing'sBifliopat the black King's Knight's 

third Square, and gives check by Difco- 

very. 
5. Any thingi Jofing the Game. 






SECOND 
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SECOND GAMBIT, 

WITH 

FOUR BACK^GAMES, 

Twa from the fourth, one from die nin^ 
and one from the eleventh Move. 

i# 
fFhiii^ rpHE King** Pawn two Sfcps^ 
BlacL X The fame. ' ^ 

2. 

W. The King's Bifhoi^s I^wn two Stepai. 
B. The Pawn takes the Pawn. 

Jif. The King's Bifliop at his Queen's Bilhop's 

fourth Square. 
B. The Queen gives check. 

4- 
W. The King at his BHhop's Square. 

5. The King's Knight's Pawn two Steps (a)i 

(a) The Black having, befidesthis, two other difierent 
ways of playing, I fhall therefore make two Back-games 
upon this fourth Move. The firft will be upon his playing 
his King's Biihop at his Qaeen's Biihop*s fourth Square $ 
and the othert on his puihing his Queen's Pawn one Move* 
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5- 
fT. The King's Knight at his Bifliop's third 

Square. 
5. The Queen at her King's Rook's fourth 
Square (i)» 

6. 
fT. The Queen's Pawn two Steps. 
B. The Queen's Pawn one Step. 

7- 
^. The Queen's Bilhop's Pawn one Step (c)^ 

B. The Queen's Biftiop at the white King's 

Knight's fourth Square. 
8. 
fF. The King at his Bifliop's fecond Square. 
jB.The King's Knight at his King's ^ilhop's 

third Square (d). 

9- 
^. The Queen at her King's fecond Square. 

f^J'Hc may play his Queen in three difTerent Place8» bnt 
all very bad, except this : fiecaufe, if he retires her at the 
Rook's third Square, you are only to attack his King^s Bi- 
fliop's Pawn with your Knight, by playing it at your Ad« 
verfary's King^s fourth Square, and you will gain a Rook 
by it : But if heplayeth his Queen at your King's Knight'c 
fourth Square, you are to give him check, by taking his 
King's Biihop's Pawn with your Bifhop ; and in ca& he 
takes your Bifliop, you'll check his King and Queen with 
your Knight, and confequently win the Game. 

fcj It is of confequence in the Gambits to play thi^ Pawa 
in order to make room for your Queen, which will greatly^ 
perplex his Game, by putting her at her Knight's^ third 
Square, particularly if he fhould happen to come out with hit 
Queen's Biihop without attacking one of your Pieces. Ft A 
the fifth and iixth Back-games of the firft Gambit. 

(dj If he had taken your King's Knight, inilead of playw 
ing this, the Party would have altered. A third Back* 
jgime will Ihew |be Difierence^ and how to proceedt 

F iJ.Thc 
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p. The Queen's Knight at his Queen's fecond 
Square. 

lO. 

ff^. The King's Rook's Pawn two Steps. 
B* The Bilhop takes the Knight. 

II. 
fT. The Queen takes the Bilhop. 
i?. The Queen takes the Queen (e). 

12. 

Ji/. The King takes the Queen (f). 

B. The King's Knight's Pawn gives check, 

13- 
B. The King takes the black King's Pawn; 

W. The King's Bilhop gives check at the Rook's 

third Square, 

U- 
ff^. The King at the black King's Bifhop's fourth 

Square. 
B. The King's Bifliop takes the white Queen's 

Bilhop. 

,TF. The Rook takes the black Bifliop. ; 
B* The King's Rook's Pawn two Moves^ 

fe) If he had checl^'d your King with his Knight, inftead 
of taking your Queen, he muft have loft the Game, whkh 
will be flicwn by a fourth Back-game. 

dfj I have given it as a general Rule, to unite your Kiag*8 
and King's Bifhop's Pawn together: butas there is n6 Rule 
without fome Exception, you will find otie here, grounded 
Upon two good Reafons. The fir(^, if you retake with 
. your King, you gain a Pawn fure, your Adverfary being 
no more able to hinder it. And fecondly. You Sire to re- 
member, that the King has but little to fear when Queens 
^e out of the way. Therefore you muft get your King into 
A^onj in order that he may be as ufeful to yon as any of 
your beft Pieces. Thiis will be feen by th^ S^fr^uel of diis Party. 

4 i6. fF. 
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16. 

W. The Knight at his Qiieen's fccond Squared 
JS» The King at his fecond Square. 

17. 
W* The King's Rook at its King's Bi(hop*s Square.^ 
5. The Queen's Bilhop's Pawn one Move, 

18. 
W. The Queen's Rook at its King's Square. 
B. The Queen's Knight's Pawn two Steps. 

19. 
W. The Bifliop at his Queen's Knight's third 

Square. 
B. The Queen's Rook's Pawn two Steps. 

ao. 
W. The King's Pawn one Step. 
B. The Pawn takes the Pawn. 

21. 
W. The Qiieen's Pawn retakes the Pawn; 
5. The King's Knight at his Queen's fourth 
Square. 

W. The Knight at his King's fourth Square (g)l 
B. The Quqen's Knight at his third Square. 

2 2, 
W. The Knight at the bjack King's BiOiop's 

third Square. 
-8. The Queen's Rook at its Queen's Square {h). 

(g) If you had taken liis Knight with your Biihop, it 
Would have been ill played, becaufe he would have retaken- 
It with his Pawn, and. this Pawn wou-ld have Hopped the 
Progrcfs of your Knight. It was therefore neceffary to ad- 
vance your Knight fir ft, in order to have no ufcieft Pieccft 
io your. Game. 

(b) If he had taken your Knight, you muft have retaken 
it with your Pawn, and afterwards played your Queen's 
Rook at your King's fecond Sc^uare, and attacked his K ng's 
Biihop'a Pawn. 

F 2 »4. W. 
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24- 
W. The King's Pawn one Move. 
B. The Queen's Rook at its Queen's third 
Square (i)* 

IV. The Pawn takes the Pawn, and gives check 

with the Rook. 
£. The King takes the Pawn. 

a6. 
W. The King at the black King's Knight's 

fourth Square. 
B. The King at hia Knight's fecond Square, to 

avoid a Check by Difcovery. 

W* The Knight takes the King's Rook s Pawn, 

and gives check. 
B. The King at his Rook's fecond Square. 

28. 
W. The King's Rook gives check. 
B. The King at its Knight's Square. 

29. 
-^. The King's Rook at the black Queen's 

Knight's fecond Square. 
jff. The Queen's Rook at its Queen's Square (k). 

30. 
IV. The Rook takes the black Queen's Knight, 
and wins the Game in courfe. 

fijlfht had taken your Pawn inftead of playing hif 
Rook, he had loft the Game in a few Moves^ for having 
loft his Qaeen's Biihop's Pawn. 

{ij If he playeth his King inftead of bis Rook» you give 
check at his Queen's Knight's Square, and take the Kind's 
Rook; which is enough to win the Party. You are to ob- 
ferve here, that the Gain of your Party confifts in having had 
your King fit for A6lion>and to ferve ybu all the latter Part 
of the Game better than any other Piece opon the Board. 

FIRST 
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FIRST BACK-GAME, 

Beginning at the fourth Move. 

4- 
;^ H^ite.tT^ HE King at his Bilhop's Square. 
Blaek* X The King's Bifliop at his Queen's 
Bilhop's fourth Square. 

5- 
W. The Queen's Pawn two Steps. 
B. The King's Bilhop at his Queen's Knight's 
third Square. 

6. 
W. The King's Knight at his Bilhop's third Square* 
B^ The Queen at the white King's Knight's 
fourth Square, 

W. The King's Bilhop takes the black King's 
Bilhop's Pawpj and gives check. 

B. The King at his Bilhop's Square. If he re- 
takes» he lofes his Queen. 
8. 

U^. The King's Rook's Pawn one Move. 

5. The Queen at the white King's Knight's 3d 
Square. 

9. 

W. The Queen's Knight at his BiJhop's third 

Square. 
B. The King takes the Bilhop (a). 

(a) If the Black does not take the Biihop, it will come to 
% the fame^ his Q|||eeii having no way left to fave herfelf. 

F 3 10. JF. 
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lO. 

/^. The Queen's Knight at his King*s fccond 

Square. 
jB. The Queen at her King's Knight's 3d Square, 

having no other Place. 
II. 
W. The King's Knight gives check to King and 

Queen, and wins the Game in courfe. 



SECOND BACK-GAME, 

Beginning likewife at the fourth Move. 

White. rrA H E King at his Biftiop's Place. 
Black. X The Queen's Pawn one Move. 

5- 
;r*The King's Knight at his Bilhop's third 

Square. 
,B. The Queen's Bifliop at the white King's 
Knight's fourth Square. 
6. 
W* The Queen's Pawn two Steps. 
B. The King's Knight's Pawn two Steps. 

7- 
W. The Queen's Knight at his BilhOp's third 

Square. 
£. The. Queen at her King's Rook's fourth 

Square (a). 

(a) If he takes your King^s Knight, inflead of retiring hh 
Queen, you are to retake him with your Queen, and puOi« 
ing afterwards your King's Knight's Pawn one Step, the Si- 
. tuation of your Game will becmwvevv good. 

8. m 
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JV. The King's Rook's Pawn two Steps. 
B. The King's Rook's Pawn one Step, (b). 

9- 

IF. The King at his Bifhop's fecond Square. 
B. The Queen's. Bifliop takes the white King's 
Knight (c). 

' lO. 

fV. The Pawn retakes the Bifliop. 
B. The Queen at her King's Knight's third 
Square. 

II. 
W. The 'Rook's Pawn takes the Pawn, 
B* The Queen retakes the Pawn. 

12. 

W. The Knight at his King's fecond Square. 
£• The Queen's Knight at his Queen's fecond 
Square. 

W. The Knight takes the Pawn. 
jB. The Queen at her Home. 

14. 
W. The Queen's Blfliop's Pawn one Step. 
B. The Queen's Knight at his third Square. 

(b) If he had play'd his King's Bifhop's Pavvn ioflead of 
that of his Rook» you muft have taken his Knight with your 
King's Bifliop ; and afterwards playing your Queen's Knigkt 
at your Adverfary's Queen's fourth Square^ you would have 
had again a very advantageous Situation* 

(c) If he had retired his Queen> or play'd any other Piece, 
you muft have always taken his King's Knight's Pawn with 
your Rook's Pawn ; being neceflary to obiier vein the Attack 
of the Gambits^ that if once you are able to break the Ad* 
verfary's Pawns on the Side of his King» the Advantage be« 
comes considerable for you. 
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tf^. The King's Bilhop at his Queen's third 

Square. 
jB. The Queen at her fecond Square, 

16. 
W* The Queen's Bi(hop at his King's 3d Square. 
B* The King caftles. 

JF* The Queen's Rook's Pawn two Steps. 

JB. The King at his Queen's Knight's Square. 

18. 
W. The Queen's Rook's Pawn one Move. 
B* The Queen's Knight at his Biftiop's Square. 

19. . 
TV. The Queen's Knight's Pawn two Steps. 
B* The Queen's Bilhop's Pawn one Move. 

20. 
W. The Queen's Knight's Pawn one Move. 
B. The Pawn takes the Pawn. 

ai. 
W* The Queen's Rook's Pawn one Move, to 
hinder him from fuftaining his Queen's 
Bifhop's Pawn. 
5. The Queen's Knight's Pawn one Move. 

tV. The Queen at her Knight's third Square. 
Bn The King's Knight at his Bifhop's 3d Square* 

JV. The King's Bifliop takes the Pawn. 

JB. The Queen at her Biftiop's fecond Square. 

W* The Queen's Pawn one Step. 
B* The King's Bilhop at his Knight*^ fecond 
Square. 

25.^- 
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^5- 
H^. The King's Bifhop at the black Queen's 

Bilhop's third Square. 
B. The King's Knight at his Queen's fecond 

Square. 

W. The Knight at his Queen's third Square. 
J?.. The King's Knight ac his King's 4th Square. 

ay. 
W. The Knight takes the Knight. 
B. The Biflidp retakes the Knight. 

28. 
W. The King's Biftiop's ^*awn one Move.' 
jB. The Bifhop at his King's Knight's fecond 
Square. 

29. , 
W. The Queen's Bifhop at his Queen's fourtlt 

'Square. 
B* The Bifhop takes the Bifhop. . 

30- 
W. The Pawn takes the Bifhop. 

B. The Queen at her King's fecond Square. 

W* The King at his Bifhop's third Square. 
B. The Queen's Rook at its King's Knight's 
Square. 

32. 
/Sr< The Queen's Rook at its Bifhop's Square. 
B* The Queen's Rook at its King's Knight's 
third Square. 

33- 
W. The Biihop at the black Queen's Knight's 

fecond Square. 
B. The King's Rook at its Knight's Square. 

34- W. 
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'34* 
JT; The Rook takes the Knights >. 
iS. The Rook takes the Rook. 

W. The Biihop takes the Rook. 
B. The King takes the Bi^op. 

36. 
W. The Rook , gives ch^ck. 
B. The King at his Queen's Knight's Square. 

W. The Queen it her Bilhop*s fourth Square. 
B* The Queen at her fccond Square. 

W. The King's Biftiop's Pawn one Step, to hin- 
der the Queen's Check. . 
5. The Rook at its King's Knight's Square. 

39- 
W. The Queen at the black Queen's Bifhop's 

third Square. 
B. The Queen takes the Queen (d)* 

*r. The Piwn takes the Queen. 

B. The King at his Qdeen's Bilhop's 2d Square* 

fK. Xhe Queen's Pawn one Move. 
B^ The King's Rook's Pawn one Move. 

fF. The Rook at its King's Rbok's Square. 
^* The fame. 

43* 
fT. The Rook at its King's Knight's Square. 
B* The Rook at its fecorld Square. 

C^J l( hh Queen retires inftead of taking yours, you 
give him Check^mate, or take his Queen by puftiing only 
your King's Pawn. 

44.^ 
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44- ' 

ff^. The RookatthcblackKing'sKnight'sSquare. 
J?. The Queen's Knight's Pawn one Motre (e). 

45- 
IV' The Rook at the black Queen's Rook's 

Square. . 
5. The King at f\ Queen's Knight's third 

-Square. 



jives ch^ck. 



/r; The Rook gi 
£. The King at his Qyeen's Biftiop's fccond 
Square. 

47- 
ty. The Rook gives check, ^ 
B. The King at his Queen's Square. 

48. 
ff^. The King's Pawn one Move. 
S. The Pawn takes the Pawn., 

49. 
fF. The Queen's Pawn one Move. 
B. The Kins; at his Queen's Bifhop's Square, to 
avoid the Rook*s giving Check-Mate. 

ff^. The Queen's Pawn gives check. 
5. The King at his Queen's Square. 

fy. The Rook gives check, and afterwards the 
Pawn makes a Queen, and wins the Game. 

THIRD 

^^^ If iftHeaid of playii>g this Pawn he had puflied his 
Kmg'a Rook's Pawn in order to make a Queen, you'll fee 
by Calculation that he is one Move (hort. 

It will be obfervcd in this fecond Back-game, which being 
very long and very difficult for the White to attaih his Aim, 

that 
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THIRD BACK-GAME, 

Beginning at the eighth Move of the 
^ Second Gambit. 



8. 
White, rx^ H E King at his BiQiop*s fccond 

X Square. 
Black. The King's Knight at his Bilhop's third 
Square. 

9- 

W. The Queen at her King's fecond Square. 
£., The Bilhop takes the Knight. 

lO. 

W. The Qi.jen takes the Biftiop. 

p. The Queen retakes the Queen (a)* 

II. 
W. The Pawn retakes the Queen. 
J?. The King's Bifhop at his Knight's ad Square. 

12. 

W. The King's Rook's Pawn two Steps. 
Jff. The King's Rook*s Pawn one Sjep. 

tbat it would have been impoffible to fucceed without the 
Help of the King ; becaafe if the white King had caftled on 
lixs Queen's Side, the King being fo diftant would have pro- 
ved an Obftacle^ inilead of a Help. It is to be obferved, 
when the King doth not caflle, that his Bilhop's fecond 
Square is commonly the bell Place. 

(a) If he had not taken your Queen, you muft have pnih- 
ed immediately your King's Rook's Pawn two Steps to fe«- 
parate his Pawns, 
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W* The King's Rook at his Knight's Square. 
B. The King's Knight at his Rook's id Square' 

14. 
W. The Queen's Bilhop takes the Gambit's Pawn. 
B. The King's Bilhop takes the Queen's Pawn» 
giving check. 

W. The Pawn takes the Bifhop. 

J?. The King's Knight's Pawn takes the Bilhop, 

i6- 
W. The King's Rook at the black King's Knight'f 

^ fecond Square. 
B. The Queen's Knight at his Bilhop's third 
Square. 

17- 
W. The Queen's Knight at his Bilhop's third 

Square. 
5. The Queen's Knight takes the Pawn, 

* 18. 

W. The Bilhop takes the Pawn, and gives check. 
B. The King at his Bilhop's Square. 

W. The Queen's Rook at its King's Knight's 

Square. 
jB* The Queen's Knight at his Bilhop's third 

Square. 

20- 
W. The Bilhop at his Queen's knight's third 

Square. 
B. The Queen's Rook at its Queen's Square {l). 

(h) If he had play'd any thing elfe, you muft have 
taken his King's Knight with your Hook, and afterwards 
have given him check wit)i your Queen's Rook to take his 
Rook. 
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21. 

0^. The King's Rook gives check at the black 

King's Biftiop's fecond Square. 
J5. The King at his Home. 

22. 

/r. The Queen's Rook at the' black Kmg^s 

Knight's fecond Square. 
B. The King's Knight at his Bifliop's Square. 

JV. The Knight at the blackQueen*s fourth Square, 
and muft very vifibly win the Party. 



FOURTH BACK-GAME, 

Beginning at the eleventh Move, 

II. 

fFlite. nr^ H E Qiieen takes the Bifliop. 

Black. jL The King's Knight gives check at 
the white King's Knight's fourth 
Square. 

12. 

tr. The King at his Knight's Square. 

fi. The King's Knight's Pawn takes the Pawn fj^. 

ff^. The Queen's Bifliop takes the Pawn. 

B. The King's Knight at his Bifliop's 3d Square. 

.faj If inftead o^ taking the Pawn he had played any 
thing eh'e, yoa muft have taken his King's Knight's Pawn, 
with your Rook'3 Pawn. ' 
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14- 

W. The Knight at his Queen's Rook's |d Square." 
J5. The Queen takes the Queen* 

^* The Pawn takes the Queen. 
B. The King's Knight at his Rook's fourth 
Square. 

W* The King's Rook takes the Pawn.' 
B. The King'5 Knight takes t;he Bilhpp. 

W. The Rook takes the Knight. 

B. The King's Bifhop's Pawn one Move. 

i8. 
W. The King at his Bifiiop's fecond Square^ 
fi. The King caftles. 

19. 
W* The Bilhop at the black King's third Square. 
Br The Bifliop at his King's fecond Square. 

20. 
W. The Queen's Rook at its King's Rook's 

Square. 
B. The King at his Queen's Knight's Square* 

21. 
W. The Bilhop takes the Knight. 
J?. The Rook takes the Bilhop. 

22. 

W.The Queen's Rook at the black King's 

Rook's third Square. 
5. The Queen's Knight's Pawn one Move. 

fr. The King's Rook at the black King's Bifhop's 

fourth Square. 
B. The Bifliop at his Queen's Square, 

24. fT. 
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IT. The King's Rook at the black King's Rook's 

fourth Square. 
B* The King at his Queen's Knight's fecond 

Square. 

25- 
B^. The King's Bifhop's Pawn one Move. 
B* The Queen's Bilhop's Pawn one Move. 

26. 
W. The King's Biftiop's Pawn one Move (b)^ 

(h) In this prefent Sitaation your Adverfary Jbein? wi^ 
able to attack any of your Pieces, your Bafinersls to bring 
your Knight to the black King's Knight's third Square, in 
order to take his Rook's Pawn^ which will give yon tl^ 
Game. 
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tttIRD GAMBIT, 

WITH 

THREE BACK-GAMlfeS^ 

?* 

t . . 1 

One begteiuflg frdm the^fccond, ohe iVoM 
the third, and the laft from the eleventh 
Move, 

'•*;■'■ ^ , . . 

V 

White. , firy H E King's Pawn two Steps* 
Black. JL The fame; , 

^* 
fP". The Kitty's B!fli6pV Pawn two Steps. 
B. The Queen's Pawn t\yo Steps (a)» 

^ 3* 
W. tU King's l^aVn takes the' Pawn. 
B. The Queen takes the, Pawn (b)^ 

fa J' l/lie had played this Pawn O0e inftead of two Stf pi* 
it would have fbrined^uite another Gamet therefore k XV* 
fffiips a I^^G ame to ihevir it. 

^ (fiJli hr haid tak^ your Kiog*i Biihop'i Pawn idftold q£ 
taiiti^ your 3^ij}g'p ^^ his QjpetBt rftcemi B^mIs- 

Game will Ihew Che conft^uqiioe* 

G 4* »"• 
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4- 
H^. The Bi(hop*s Pawn takes the Pawh. 
j&. The Queen retakes the Pawn, and gives 
check. 

• 5- ' 

W. The Bifliop covers the check (cj* 

B. T-he King's Bifhop at his Qgeen's 3d Square. 

,1 - 6. 

ff^. The King's Knight at his Bifhop's 3d Square. 

5. The Queen at her King's fecond Square. 

7- 
fF. The Queen's Pawn two Steps. 
fl. The Quecn'is Bifliop at his King's-^d Square. 

- ^ 8. 
/Sr. The King caftles. 

B^ The Queen's Knight at his Queen's fecond 
Square. 

9. 
fF. The Queen's Bilhop's Pawn two Steps. 
B. The Qucen'$ Bifliop's Pawn one Step. 

10. * . 

JF. The Queen's Knight at his Bifljop's third 

Square. 
B. The King's Knight at his Bifliop's third 
Square. 

i.iii 
fF. The King's Bifliop at his Queen's 3d Square. 

fcj In this Sitaation the Game appears entirely eqaal on 
both Sides. However^ it is to be obferved, tb^t yon bave 
the Advantage, tho* but a fmall one ; you have on your lef; 
-Wiiig four Pawns^ and that of your Queen at the head of 
them, whilft your Adverfary's Pawns are divided.three oa 
each Side^ and (eparated'from the Center. Theriefore yoa 
are better able to hinder his Pieces from placing tbemfelTca 
ia the middle of the Chefi^Board* 

5. The 
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S. The King caftlcs with his Rook (d). 

. . -■ 12. ■ • • I . \: 

«^. The Queen's BiQiop. at the; black King'ii 

Knight's fourth Square C^). 
B. The King's RoQk*s IPawn one Move/ \ 

W. The Queen's Biftiop at his King's Rook's 
fourth Square. [^ - .:. 

B. The Queen at her Home. :.; _ /^ 

14.^ 

W. The Queen*s Knight at hb. Kirig'3 rfourtk t 
Square. (/;>. ' . 

5. The King's Bifliop at his King's fecond Square. 

ff^. The Queen at her King's fecqnd Square. .*, 
B. The Queen at her Bilhop's ad Square (g). 



(d) It was equal to him to caftk on his King's or Queen^s 
Side. I have already given a general Rule^ for attacking his ' 
King with your Pawns; neverthelefs^ for better Indrudion, 
I ihall make ufe of a third Back-Game* beginning from this;^ 
eleventh Move. , 

(i) If he had not caftled that way, thb would have been 
very ill play*d; becaufeyou had loft a Move by his pufhing 
only his Rook's Pawn upon your Bilhop, or you had been 
forced then to change it for his Knight, which would no 
ways have done you any good, becaufe bis other Knight 
would have retaken the fame Place, fiut you play it now 
oh purpofe to excite him to pu(h his Pawns that cover his 
King, that you may eafier form your Attack upon it. 

(f) If he had not removed his Queen, in order to make 
room for his Bifliop* your Knight would have been very 
troublefome to him. 

{^) If inftead of playing his Queen* he had taken your 
Kiiight, you muft have then retaken with your Queen. This 
would have put him upon his Shifts to'favc (he Mate with 
wbioh he was threatened. 

G a 16. W. 
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0^. The Queen's Knight takes the Knight* 

A The Knight takes the Knight* ' ) 

W, The Bifliop takes the Kfilght. 
B' The Bifhop takes the Bifhop. 

i8* . . .'' 

W, The Qpren at her King*8 fov«=ih Square. 
B* The King's Knight's Piwn one Move* 

19. 
Jf^. The Knight ^the black Kind's 4tti Square* 
B. The Biibop takes the Knight (b). 

i.r/ ' ao. ■ ■; ■ • 

fy. The Pawn takes the Bifliop. 
J?. The Q«€en's Rook at its Q^nh Square (i). 

(21. ' - . 

fr. The King s Rook at the ^ black King's 

Bilhop^'5\ third Sqyarp. , 

Jj. The Qgcijn ^t ^i^ (i^i)^Sq\j^j^(k). 

H^. The Rook takes the black King's Knight*^, 

Pawjtu and give§ (;h^ckf. 
JL Th^ Paw<q wkes th^ i^ppk. 

W. The Queen takes the Pawn and gives check. 

{hj If» inftpadof ^kipg, he had ^etire^dhi^ Bifhop^ yoa, 
mufi have then taken his King's Knight's Pawn, with yoor 
Knight, and that would have given you the G^me. 

CiJ If he had attacked your Queea-with his Bi(hf», in- 
Jlead of playing this Rook^ you muil have (aken his Biihop; 
with your King's Rpok. Th^ would l^vfi niade an Open* 
ii|g upon his King, which would have pcovcd very trottl>lp« 
fome to him. 

fkj If he had not play'd the Qum^ca at that Place, ypo^, 
muft have taken his Bifhop with your Rook, and you would 
infallibly have won the Game* 

6 A The 
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S. TKe King at his Rook's Square (I). 
.24.- ,.^ 

J^. The Queen takes the Rook's Pawn, arid 
gives ^ perpetual Check. " • 



FIRST ^ack^x:?ame; 

Beginning at the fecond Move. 

2. 
0^/>. npHE KJrtgV Biflloj»*» Pawnr mo Steps, 
J?/tff^. X , The Queen's Pawn one Move. 

3- 

^. The King's Knight at his Bifliop's ^ Square. 
B. T^ Qoeen'* BiAop at the white King's 
Ki^ght's fourth Square. • 

4- 
IP: The King's Bifhop at his^ Qjpeen's Bifliop's 

fourth Square. 
B. The Qgeen's Kmght at his Bifto^^'f third 
Square C<»;). 

G g 5. ^. 

fij If, inllead'of'netiring his King:, hehdd cover^iit with 
his Queen, you mull have taken his Biihop giving him cheeky 
and you wovild have reoiain'd with a BiAop and two Pawns 
;again(l his Rook:, beficfes a good Attack^ which was enough 
to win the Game. But as xhe Party fiands acprefent^ixis nop 
worth while to finifh it^ becaufe the I^enj^th of it (without 
JnilrudHoii) would becoaie tirelbme; beudes, if it be con- 
duced, with my ufual Regularity, it would make no Al*tera- 
tion. Therefore I make an end of it with a perpetual Check* 

^aj In the Defence, oni? is often fbrc^ to play againft the 

general Rules, in order to Break the Adverfary's Projeds, but 

Sethat attacks ia^fipW^^n in th^.Cafe., Ther.^forjyihe Wack 

. fjUyetli at preient't&isl^aigbt at his'Biifiop^ wrd'^^^uare 

fox 
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'" • 5- 

. W* The Queen's Bifliop's Pawn one Step. 
• B. TheBilhop tallies the Knight {b). 

6. 
. W: The Queen takes the Bilhop. 
B. The Kipg's Ignight at his Bifhop's 3d Square. 

7- 
/if^. The Queen's Pawn one Move- 
B* The Queen's Knight at his Rook's fourth 
Square. 

' ■ 8. 

W. The King's Bifhop gives check at the black 

Queen's Knight's fourth Square. 
5. The Queen's Bifliop's Pawn one' Move. 

9- - . 

IV. The King's BiQiop at his Queen's Rook's 

•fourth Square. 
B. The Queen's Knight's Pawn two Steps. 

10. 
fV^ The King's Bifhop at His Qucen'is BiQiop's 

fecbn^ Square (c). B. The 

for two Reafoo6; the ^r&. to defend his King's Pawn, and 
the other to attack your King's Biihop's Pawn, which proves 
> very incommodious to him upon th^t Line. If he had play* 
- ed ^ny thing elfe» you mull have taken his King's Pawn 
with your King's Bifhop'sPawn, and then, giving him check 
with your Ring's Bifhop, your Queen by this means would 
have taken his Queen's Bifhop ; but if be had taken your 
King's BiOiop's Pawn inflead of playing his Knight, yoa 
mud have played your Queen's Pawn two Steps, and that 
would have made you a compleat Gainbit, to follow as my 
fprmer Ipftrudlions dire^. 

(b) If inflead of taking your Knight, he had play'd any 
thine elfe without attacking fome ofyonr Pieces, von muft 
then nave play'd your Queen at her Knight's third Sqaare. 
FiJf the fixth Sack-Game of the firft Gambit, Move the 
righth. 

(0 Wl^bpnt a true knowledge of the Game^ one will na. 
•' -.^-- '- turtll/ 



"Digitized by 



Google 



\ 



( 87 ) 

S* The King's Bifhop at his King's fecond Square* 

II. 
ff^. The Queen's Pawn one Step. 
B^ The King's Pawn takes the Queen's Pawn. 

ff^. The Queen^s Bilhop's Pawn retakes the Pawn. 

iS. The King caftles. \ 

W* The Queen's Bifhop at his King's 3d Square. ^ 

5. The Queen's Knight at the white Queen's 

Bifliop's fourth Square. 
14* ' 
W. The Queen's Knight at his Queen's fecond 

Square {d). 
B. The Queen^s Knight takes the white Queen-a 

Knight's Pawn« - ' 

tarally conclude that fhefe three laft Moves were entirely 
loil Moves; and really they do not only appear fuch, but 
iikewife quite contraj-y 'to the many Rules already prefcribedj 
Neverthelefs^ when you obfer^e, that he^ in order to chace 
your King's Biihop, loft as many Moves, and brought his 
Game in fuch Situation that he cannot caftle his Queen's 
Side, unlefs he has a mind to lofe the Game in a few Moves $ 
and taking his King's Side for that Purpofe, your King's Bi- 
shop is extremely well fituated to attack your Adversary's 
King, you willeafily confefs thefi? three Moves to have bee9 
well calculated; the more fo, becanfe your being now 
Mafter of the middle Part of the Chefs-Board, you may 
place your PaNvns as you pleafe. If the Center is well 
fuftain'd, ch« Battle is half won. 

C^J playing this Knight, you leave one of your Pawns 
fxpofed to his Knight, without an apparent Neceility for 
it. But you muft obferve, that the Knight's or Rook'a 
Pawns, when feparated from the Center, are of but lit? 
tie Confequence; therefore you find here your Account 
better in purfuing your Attack without minding Uiofe 
fawns, 

G4 15.^, 
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ff^. The King's Knight's. Pawn two Steps (e). 
5. The Queen's Knight zi the white Quccn*s 
Biihop's fourth Sqqare. 

^:. i6. 

?r. The Krtighl: takes the Knight. 
£. The Pawn retakes the Knight. 

t^. King's I^night's Pawn one Move^ 

£. The Knight *t his Queen's ftcond Square. 
y ' i8. 

fF. The King's Rook's Pawn two Steps. 
/ £, The Queen gives check. 

> ' 19. 

JET. The King at his Queen's Square. 
f B. The Queen at the white Quf en's Rpok's third 

Square. 

20. 

W* The Queen's Rook at its PiCbpp's Square. 

B. The Queen takes the Rook's Biwn. 

* 21. . 

W,. The Queen at the black Kind's Rook's 4th 
Square (/)• 

ft) This Pawn is play'd td diilodge afttrwards his Kiog't 
JCnight, yoa might have done the fame, pulhingonly yoar 
^ King's Fawn: but in this cafe, your Adverfary would have 

played it at his Queen's fourth Sqtfarc, a Place ve^y conve- 
nient and advantageous to him, which would have proved 
a greatObllacle to your Attack. In this Circnmftance you 
may fee the Ufefulnefs of j^our Front-paw n&j, becaufe they 
ml! be able to force that Knight to retire in his Trenches* 
find remain out of Power to hurt you in the whole Courfe 
of the Game. Vide Reflexion (d) in the firft Party, upon 
the Ufefulnefs of Front-pawns. 

' f/)^ V'ou play the Queen, to oblige him to pikfti upon her 
)izs King's Knight!s Pawn; this will enable you to attack 
your Adversary with your Rook's Pawn and make an Open* 
^ 9|>9n bis Kings whicl^you will fee prefently. 

5. The 
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B. The Queen's Rook at its Knight's Squared 

W.^The King's Pawn one Move. 

B. The King's Knight's Pawn one Move^ 

^ 23- 

^, The Queen at her King's fecond Square. 
5. The Queens's Rook at the white Queen's 
Knight's fecond Square. 
24. 
W'. The King's Rook's Pawn one Move. 
5. The Qjjeen's Bifliop's Pawn, or any other 
Piece, the Gan>e beings loft. 
25. 
JF. The King's Rook's Pawn takes the Pawn. 
B. The King's Bilhop's Pawn retalcc&it (g). 

.26. 
IV. The King's Rook takes the black King's 

Rook's Pawn. 
S. The King t^kes the Rook (b). 

27. 
IV. The Qiieen gives check at the black King's 

Rook'a fbwrth Square. 
5. The King whece he can, 

28. 
W. The Queen taking the Pawn gives check, 
and Mate the following Move. 

(^) In cafe he had retaken with his Rook^s Pawn, yoa 
muft have play'd your Queen at your King's Rook's fecotid 
Sqiiare ; which, had won you the Game equally. You xxMiy 
>pake the Trial of it. 

(b) If inflead of taking your Rook hp bad play'd his owa 
at his King's Bifhop's fecond Square, you muft have retired 
yours one btep, and fuftain'd it afterwards ^ith your Queen. 
The Mate would have appeared the htxasr, and* had only 
teen grolong'd one Mqve or two more. * 

SECOND 
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SECOND BACK-GAME, 

In the Third Gambit, beginning at 
the third Move, 



fFbUe. npHE King's Pawn takes the black 

X Queen's Pawn, 
Black. The King's Pavn takes the Bilhop's PaWn. 

4. 
ff^- The King's Knight at his Bifhop*s 3d Square. 
B. The Queen takes the Pawn, 

5- 
fF. The Queen's Pawn two Moves. 

B* The Queen gives check at the white King's 

fourth Square. 

6. 
/ST. .The King at his Bilhop's fecond Square. 
B* The King's Bilhop at his King's fecond 

Square (a). 

7. 
ff^. The King's Bifhop at his Queen's ^d Square. 
B» The Queen at her Bifhop's third Square. 

8. 
^. The Queen's Bilhop takes the Pawn. 
B. The Queen's Bilhop at her King's third 
Square. 

faj If he had not covcr'd hi^ King and left his Qoecn 
where (he was, he had ran the Riik to lofe her or the 
Game foon after ; becaafe you would have given check with 
your Biihop, and afterwards your King's Rook would have 
attsickM his i^een. 

9. ^. 
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W* The Queen at her King's fecond Square; 
B. The Queen at her fecond Square, 

lO. 

W. The Queen's Biftiop's Pawn two Stcps^ 
jB. The Q^icen's Bilhop*s Pawn one Step. 

W. The Queen's Knight at his Bifliop's third 

Square. 
B. The -King'a Knight at his Bifliop's third 

Square. 

12. 

W. The King's Rook's Pawn one Move. 
JB'. The King caftles. 

W. The King's Knight's Pawn two Moves. 

5. The King's Bifliop at his Queen's 3d Square.' 

14. 
W. The King;s Knight at the black King's 

fourth Square. 
5. The Bipiop takes the Knight. 

W.li\it Pawn retakes the Bifhopf*;. 

£. The King's Knight at his King's Square. 

W. The Queen's Rook at its Queen's Square. 
jS. The Queen at her King's fecond Square. 

17. 
W. The King'$ Knight's Pawn one Move. - , 
B. The Queen's Knight at his Queen's fecond 
Square. 



(b) You take with your Pawn to force his Knight back, 
having; no Place to advance it; yon Would not have removM 
bioiif you had attacked him with your Biihop. 
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i8. 
fF.Thc Qijccn at die black King's. Roek's 

fourth Square (c). 
JB. The lying's Knight*s Pawa one Move. 

19- ^ 

IT. The Queen at the black King's Rook's 

third Square. ^ - 
•Jj?. The Qucca gives (ieck* 

20. 
• »^ The Ktng kt his Knight's third Square. 
B* The Queen*s Knight takes the wbke King's 
Pawn. 

W* The Knight at his King's fourth Square. 

B. The Queen at the white Queen's fourth 

Square (J). 

' aa. 
fy. The Khight gives check at the black King's 

Bifbop's third Square. 
B* The Knight takes the Knight. 

fF. The Pawn takes the Knight and forcech the 

Mate. 
B' toft. 

(cj See the Letter C/J ia tht faft Back43ame of this 
Gambit. 

CJJ If he had pky'd his Qoeen any where elfc he bad 
loft his Knight, and thatwQuld have been fofficient to win 
the GaBie. 



THIRD 



Digitized by 



Google 



( M > 

THIRD BACK-GAME, 

To the Third Gambit, beginning at 
the eleventh Move* 



»^//^ np H E King's Biihop at Ws. Qutw't 

X third Square. 
£Air^. TJie Vjjd^ citftks on his QpeeaV Side^ 

/^. The King's Rook at its King's Square. 
5. The Queen retires at her King's BiIhop*s 
Square {'^i,)* 

IF. The Queen at her Rook's fourth Square, 
J?. The King, at his Queen's Knight's Square. 

JV. The Queen's Bilhop at his Kin^s 3d Square. 
R. The Queen'* BiiJiop'3 FawaojeweN^Iove (l^)% 

fF. The Queen's Pawn one Move. ^ 

5. The Queen's Bilhop at; the. whica Kipg'*. 

Knight's fourth Scjuar.e^ ^ ^ 

f^aj' His xaixcg Hs Qoeen to ayx>ii<t]ie'Lpj(s.€if a^ Fic^, 
^ich. yoa could £>rce^ by pttihii»g;y|Oiir QuQen'^ Bawx^ 
upon his Queen's Bilhop. i . . ■ * 

{ij If hel^d,at(tack/d yonr Qjj^eeiiTwtljklusQsfrf i^'dKnigM^ 
ypo muilhav€ retirM your Qigc^ ztXpc ICnight'^.^d Bt^w^ftf 

'• - • ' • "16. RP^- 
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i6. 
^. The QueenVKniEhl-s Pawn WO Steps. 
5. TheBithop takes iheJCnight. 

17. - 
ir. The Pawn takes the Bifliop. 
fi.The Queen's Rook at its BiftiopV Square {c). 

18. 
W. The Knight at the black Queen's Knight's 

fourth Square. 
B, The Queen's Rook's Pawn one Step. 

19. 
W. The Knight takes the Bilhop. 
B. The Queen takes the Knight. 

• ao. 
W. The Queen's^Rook at its Knight's Square. 
B. The Queen's Knight at his King's fourth 
Square. 

■■■' ai. ' .' . 
W. The King's Bifhop at his King's ad Square. 
B. The King's Knight at bis Queens's fecond 
Square., 

aa. • 
W. The QiJcen at the black Queen's Rook's 

fourth Square. 
B. The Queen gives check at her King's Knight's 
third Square. 

W, The King-' at his Rook's Square. 
fi. The Queen at her third Square {i)> 

(thPiVi thing that he can play, the Game is fo difpofed 
that he cannot avoid lofing it, that is to fay, if the Game' 
be well copdaAedon both Sides. 

(i) Any thing elfe he cbnld have play'd, you muft have 
taken his Pawn with your Queen's Knight's Pawn ; and in. 
cafe your Adverfary had taken it, yon muft have retaken with 
ym Ropk, in order to dovble them afterwards. 
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24. 

W. The Pawn takes the Pawn. 

J?. The King's Knight takes the Pawn. 

25. 
W. The Queen's Rook at the black Qpeen^s 

Knight's third Square. 
B. The Queen at her King's Bilhop's Square* 

26. 
W. The King's Rook at its Queen's Knight's 

Square. ^ 
B. The Queen's Knight at his Queen's fecond 
Square. 

27. 
W* The Queen's Rook takes the black Queen's 

Rook's Pawn, 
fi. The Knight takes the Rook. 

28. 
W. The Queen retakes the Knight. 
5. The Queen's Rook at its Bifhop's 2d Squared 

W. The Queen's Pawn one Move* and wins the; 
Game, 
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FOURTH GAMBIT, 

Commonly called 

CUNNINGHAMS GAMBIT, 

The Author of which thought it a Aire Game, 
but I find quite the revcrfe; three Pawns 
well conducted-/ for the LoTs of a Biiihc^ 
only^ will wia the Game^ playing wetf on 
both Sides. There will be two Back- 
Gamefi, one from tjie feventh, and tlte 
other at the eleventh Move. 



White. ^TT^ H E King's Pawn two Moves. 
Black. X The fame. 

2. 

^. The King's' Bi(hop*s Pawn two Moves. 
5. The King's Pawn takes the Pawn. 

3- 

JV. The King's Knight at his Bilhop's third 

Square. 
B. The King's Bifhop at his King's fccond 
Square* 
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4- 
W. The King's Bifliop at his Qiieen's Bifliop's 

fourth Square, 
B. The Idling's Bifliop gives check. 

' W. The King's Knight's Pawn one Move.' 
B. The Payvn takes the Pawn, • 

■-' ' ' 6. • •'•^' ' 

W. The King caftles. 

B. The Pawn takes the Rook's Pawni and gives 
. check. . L . . I 

/^. The King at his Rook's Square. • 
. J5. The King's, Bifhop at his third Square (a)* 

• '' '■" • '■" 8. - - • ' "' 

W,. The King's Pawn one Move.. . 

B. -t'he (keen's Pawn two "Steps' (^JIV ''— ' 

9. ^ ; 

W. The King's Pawn takes the Bifliop; 
B. Thie King's Knight takes the Pawn. 

'; lo. .'-; 

fF. The. King's Bift^^ at his Qi;eeh's Knight> 

third Square. , . . — 

fl. The Queen's Bifliop at his King's third 
Square.' . . . 

faj If inflead of piftying this Bifhop at hvs third Square 
he had play'd it at his King's fecond Square, you had wo^ 
the Game in a few Moves, which you will fee by my firft 
Back-Game, beginning from this feventh Move. 

(Sj Without the Sacrifice of this Bifhop he could not win 
the Game; but> lofing it, for three Pawns, he mu^ by a 
good Management of them, become yourXI^onqueror. Th,c 
very Strength ofthofe three Pawns (provided he doth not 
be too haily ia pufhing them forwards, and that they be 
always well fuftainM by his Pieces) will win the G^me ia 
fpite of your beft Defence. 

H 11.^- 



Digitized by LjOOQ IC 



< 9^ ) 



11. 

'If^. The Queen's Pawn one Mave (c). 
B. The King's Rook's Pawn one Move (d). 

12. 

W. The Queen's Bifliop at his King's Bifliop's 

fourth Square. 
B. The Queen's Bifliop's Pawn two Steps. 

13- 
Wk The Queen's Biftiop takes the Pawn next 

to his King* 
S. The Queen's Knight at his Bifliop's third 
Square* 

14- 
W. The Queen's Knight at his Queen's fccond 

Square. 
B. The King's Knight at the white King's Knight's 

fourth Square (e). 



(c) If 70a had pufhM this Pawn two Steps, yoa had 
given to his Knights a free^Entry in yonr Game, which would 
have loft you the Party very foon. But, to maice this more 
feniible, I make it the Subje^ of a fecond Back-game from 
this eleventh Move. 

(d) This Move is of great Confequence to him, becaufe 
it hinders you from attacking his King's Knight with your 
Queen's Bifhpp, which would have enabled you to feparate 
his Pawns by changing one of your Rooks for one of his 
Knights, and in this cafe the Advantage of the Game would 
have turned on your Side. 

. (e) He playeth this Knight to take your Queen's Bifliop, 
which would prove very incommodious to him in cafe he 
ihould caftle on his Queen's Side. It is here proper toob- 
ftrve again as a general Rule, that if the Strength of your 
Game confii!s in Pawns, the bell way is to take th6 Ad« 
verfai^'s Bifhppa as foon as poilible, becaufe they can 
ftdp the advancing of the Pawns^ much better than the 
Rooks. 
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W. The Qiiecn at her King's fecond Square {f). 
B. The Knight takes the Bifliop, 

1 6. 
W. The Quectv takes the Knight. 
B: The Queen at her Knight's Square (g)* 

W. The Queen takes the Queen {h). 
B* The Rook takes the Queen. 

i8. 
W. The Queen's Rook at its King's Square. 
B. The King at his Queen's fecond Square. 

19, 
W. The King's Knight gives check* 
B. The Knight takes the Knight. 

20. 
IV. The Queen's Rook takes the Knight. 
B. The King at his Queen's third Square. 

21, 

W. The King's Rook at its King's Square.' 
B. The Queen's Knight's Pawn two Steps. 

22. 
W. The Queen's Biftiop's Pawn one Step. 
5. The Qiieen's Rook at its King's Square. 

(f) Not knowing how to fave your Bifhop without do* 
ing worfe, you play your Queen to tal^e his Place again 
when taken ; for, if you had playM it at your King's Bi« 
ihop*s fourth Square to hinder the Check of his Knight* he 
would have pufh'd his King's Knight's Pawn upon your 
faid Biihop, and would have made yon lofe the Game im- 
mediately. 

(g) If he had played his Queen any where elfe,.flie 
would have been cramp'd; therefore he offers to change, 
that in cafe you refufe he^nay place her at her third Square, 
where (he not only would have been izi^^ but extremely 
well poikd. 

(h) If you did not take his Queen, your Game would 
be ftUl in a worfe Condition. 

H a 11. W. 
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/T. The Queen's Rook's Pawn two Steps; 
B. The Queen's Rook's Pawn one Step. 

24. 
ff^. The Knight at his King's Biftiop's 3d Square. 
B. The King's Knight's Pawn two Steps. 

W* The King at his Knight's fecond Square. 
B. The King's Bifhop's Pawn one Move (i)^ 

TV. The Queen's Rook at its King's 2d Squared 
JB. The King's Rook's Pawn one Step. 

27. 
W. The Queen's Rook's Pawn takes the Pawn. 
B. The Pawn retakes the Pawn. 

28. 
W* The King's Rook at its Queen's Rook's 

Square. 
B. The Queen's Rook at her Home (k). 

W. The King's Rook returns to its King's Square. 
B* The Biflipp at his Queen's fecond Square. 

30- 
W. The Queen's Pawn one Move. 

5. The Queen's Bifhop's Pawn one Move. 

3'- 
W. The Bifliop at his Queen's Bilhop's fecond 
Square. 

(i) If he had pufli'd this Pawn two Steps, yoa had 
gain'd his Queen's Pawn, taking it with yourBifhop. This 
would have men Jed your Game very much. 

(k) One muft always drive to hinder the Adverfary from 
doubling his Rooks, particularly when there is an Open- 
ing in the Game, therefore he propofes immediately to 
change one for the other. 

5. The 
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B. The King's Rook's Pawn one Move (I). 

32. 
Tf^. The King's Rook at his Home. 
B. The King's Rook at its fourth Square (m). 

\ . .33- 

^. The Qiieen's Knight's Pawn one Move. 

JB. The Qiieen's Rook at its King's Rook^s 

Square. 

34- 
JV. The Queen's Knight's Pawn one Move. 
B. The King's Knight's Pawn one. Move. 

35- 
TF. The Knight at his Queen's fecond Square. " 

5. The King's Rook at its King*? Knight's 4th 

Square. 

36. 
IF. The King's Rook at its King's BJftiop^s 

Square. 
B. The King's Knight's Pawn one Move. 

37- 
fF^ The Rook takes the Pawn* and gives check* 

B. The King at his Queen's Bifliop's fccond 

Square. 

38- 

,^. The King's Rook at the black King's Knight's 
third Square. 

(IJ He playeth this Pawn to pafh afterwards that of his 
King's Knight's upon yourKnight, with anintention to force 
it from his Pod; but if he had pufhed his Knight's Pawn 
before he play'd this, you muft have polled your Knight at 
your King's Rook's fourth Square, and by this means you 
would have ftopp'd the Progrefs of aU his Pawns, 

(mj If inftead of playing this he had given check with 
his Rook's Pawn, he would have play'd ill, and entirely 
againft the Inftruftion given in the firit Party. Vide Refl, 
(fcj, iirft Party. 

H 3 B. The 
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S* The Kihg^s Rook's Pawn gives check; 

39- . 

Pf^. The King at his Knight s Square. 

B. The King's Knight's Pawn one Move* 

40. 
W. The Rook takes the Rook. 
S. The Rook's Pawn gives check* 

41. 
ff^. The King takes the Knight's Pawn. 
B. The Rook's Pawn makes a Queen, and gives 
check* 

ff^. The King at his Bifliop's fecond Square. 
JBf, The Rook gives check atics King's Bifliop's 
Square. 

fT. The King at his third Square. 
B. The Queen gives check at the W-hitc King's 
Rook's third Square* 

44- 
W. The Knight covers the check, having no 

other way. 
S» The Queen takes the Knight, and afterwards 

the Rook, and jgiv^s mate in two Moves 

after. 
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FIRST BAG K-G AM E, 

Beginning at the Seventh Move of this 
Fourth Gambit. 



7- 
White. rr^HE King at his Rook's Square. 
Black. X The Bifhop at his King's fecond 
Square. 

8. 
W. The King's Bifhop takes the Pawn, and gives 

check. 
j5. The King takes the Bifhop. 

9- 

W. The King's Knight at the black King's fourth 
Square, giving double Check. 

JB. The King at his third Square, any where elfe 
he lofes his Queen. 

lO. 

W^ The Queen gives check at her King's Knight's 

fourth Square. 
B. The King takes the Knight. 

II* 
W. The Queen gives check at the black King's 

Bifhop's fourth Square, 
B. The King at his Queen's third Square. 

12. 

W. The Queen gives Check-mate at the black 
Queen's fourth Square. * 

H 4 A SE- 
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A SEQUEL to this 
FIRST BACK-GAME, 

In cafe your Adverfary refufes taking your 
Biflidp with his King, at the Eighth 
Move of this firft Back-Game* 



8. 
^//i?.rT^HE King's Bjflidp takes the Pawn 

X ^^^ gives check. 
Black. The King ai his BiQiop's Square, 

9- 
TT* The King's Knight at the black King's fourth 

Square. 
B. The King's. Knight at his King's Bilhop's 3d 
Square. 

10. 
»: The King's Bifiiop at his Queen's Knight's 

third Square. 
B. The Queen at her King's Square. 

II. 
»^.'The King's Knight at the black King's Bi- 

fhop's fecond Square. 
J5. The Rook at her Knight's Square. 

12. 
^. The King's Pawn one Move. 
B. The Queen's Pawn two Moves. 

13. »"• 
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W. The Pawn takes the Knight: 
JS. The Pawn retakes the Pawn. 
14. ^ 
W. The Bifhop takes the Pawn. 
B. The Queen's Bifhop at the white King's 
Knight's fourth Square. 

W. The Queen at her King's Square. 
B. The Queen's Bifhop at her King's Rook's 
fourth Square. 

16. 
W. The Queen's Pawn two Steps (a). 
B. The Biftiop takes the Knight. 

17. 
W. The Queen's Bifliop gives check- 
B. The Rook covers the Check'. 

18. 
W. TheKnightat his Queen's Bifhop'ssd Square. 
5. The Biihop takes the Bifliop. 

W. The Knight retakes the Bifhop. 

B. The Queen at her King's Rifhop^s ad Square. 

20- 
W. The Knight takes the Bifhop. 
JB. The Queen takes the Knight. 

21. . 

W. The Queen takes the Queen. 
fi. The King takes the Queen. 

W. The Bifliop takes the Rook, and with the Su- 
periority of a Rook, befides a good Situa- 
tion, will eafily win the Game. 

(m) This Piece is facrificed, only to fhorten the Game. 

SECOND 
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SECOND BACK-GAME, 

Beginning at the eleventh Move, of this 
Cunninghams Gambit* 

II. 

White. fT^ ^^ Queen's Pawn, two Moves. 
Black. X The King's Knight at the white 

King's fourth Square. 
i«. 
W. The Queen's Bifliop at his King's Bilhop's 

fourth Square. 
B. The King^s Bifhop's Pawn two Moves. 

W. The Queen's Knight at his Queen's fccond 

• Square (a). 
5. The Queen at her King's fecond Square. 

IV. The Queen's Bilhop's Pawn two Moves. 
B. The Queen's Bilhop's Pawn one Move (b). 

(a) Yoa play this Knight to tempt yoor Adverfary to take 
it ; bat if he did^he would play very ill ; becaufe yoq are 
toobferve, that a Knight thutfituated, thatistofay^ fuilain'd 
by two Pawns, whilft you have no Pawn left to pufh up to 
remove it, that Knight is at lead worth a Rook, and becomes 
fo incommodious, that you will be forced to take it ; and in 
this cafe your Adverfary reunites his two Pawns, one of 
which will probably either make a Queen, or coft you a 
Piece to hinder it. 

(h) If he had taken your Pawn, his Game would have 
very much diminifli'd in Strength, becaufe his Knight had 
been fuftainM but by one Pawn inftead of two ; befides, he 
would have been forced to retire his King's Knight when 
attacked, in order to preferve the Pawn that fuftain'd it. 

, 15. ff' 
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IV. The Pawn takes the Pawn. 
B* The Pawn retakes the Pawn. 

i6- 
W. The Queen's Rook at its Bifliop^s Square/ 
B. The Queen's Knight at his Bifhop's third 
Square. 

17- 
W. The Queen's Knight takes the Knight. 
B. The King's Bifhop's Pawn retakes the Knight. 

i8. 
JV. The Knight takes the black Pawn next to his 

King. 
B. The King caftles with his Rook. 

19. 
W. The Queen at her fecond Square. 
B. The King's Rook's Pawn one Step. 

20. 

W. The Queen's Rook at the black Queen's 

Bifliop's fourth Square. 
B* The Queen*s Rook at its Queen's Square. 

21. 
W. The King's Bilhop at his Queen's Rook's 

fourth Square. 
B. The King's Knight's Pawil two Steps. 

22. 
JV. The Queen's Bifliop at his King's third Square. 
B. The Rook takes the Rook. 

W. The Knight takes the Rook. 
B. The Queen at her third Square. 

JV. The Queen at her King^ Rook's ad Square. 
B* The King at his Knight's fecond Square. 

4 «5« ^- 
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25. . 

H^. The Quf en takes the Queen. 
B. The Rook retakes the Queen- 

26. 
jy* The Queen's Rook's Pawn one Move. 
B. The King at his Knight's third Square, 

27. 
W^ The Queen's Knight's Pawn two Steps; 
B» The King's Rook's Pawn one Move. 

28. 
W. The Queen's Knight's Pawn one Move. 
J?. The Knight at his King's fecond Square. 

29. 
Zf^. The Rook at the black Queen's Bifliop's 

fecond Square. 
5. The Rook at its Queen's fecond Square.^ * 

30. 
W. The Rook, takes the Rook, if not it will be 

the fame. 
JB. The Bifhop retakes the Rook. 

W. The King at his Knight's fecond Square. 
B. The King's Rook's Pawn one Step. 

22 
m The Queen's Bifhop at his King's BiOiop's 

fecond Square. 
JS. The King at his Rook's fourth Square. 

33- 
W. The King's Bifhop gives check. 

B. The Bifhop covers the Check. 

"34- 
W. The Bifhop takes the Bifhop. 
jB. The King takes the Bifhop. 

35. r. 
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35- 
W. The Knight gives check at his King's third 

Square. 
B. The King at the white King's Bifhop's fourth 

Square. 

JV. The King at his Rook's third Square. 
B. The King at the white King's Bifhop's third 
Square. 

37- 
/^T- The Knight at his King's Knight's fourth 

Square. 
5. The Knight at his King's Bifhop's fourth 

Square. 

38. 
JV. The Bilhop at his King's Knight's Square: 
B. The King's Pawn one Move. 

39. 
W. The Queen's Rook's Pawn one Move. 
B. The King's Pawn one Move. 

40. 
W. The Bifliop at his King's Bifhop's fecond 

Square. 
jB. The Knight takes the Queen's Pawn, and 
wins afterwards the Party. 
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A 

NEW OBSER VATIOlSr 

UPON THE 

Gambit caird Cunningbanis: 

I have already fhewn, that the Attack of that 
Gambit is far from being good, fince the 
Defence muft win every way when tole- 
rably well perform'd; three Pawns well 
conduced cannot belefs than equivalent to 
a Piece: But the fufe way t6 win is, when 
theiifft Check is given with the Biftiop, 
to remove your King to his own Bifhop's 
Place, and not pufliing the Pawn, as Cun-* 
ntngbam flieweth. 



I. 

White. ^"T^ H E King's Pawn two Moves. 
Black. X The- fame. 

2. 

W. The King's Bifhop's Pawn two Moves. 
£. The Pawn takes the Pawn. 

3- 
W. The King's Knight at his Bifliop's 3d Square. 

5. The 
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S. The King's Bifihop at his King's fecoiid 
Square 

4- 
fT. The King's Biftiop at his Queen's BiQiop's 

fourth Square, 
^. The Bifliop gives check. 

5- 

fF. The King at his Bifhop's Square (a). 

JS* The Queen's Pawn one Step. 

JV.Tht Queen's Pawn two Steps; 

5. The Queen at iier King's Bifliop's 3d Square. 

7- 
IF. The King's Pawn one Step. 
B. The Queen's Pawn takes the Pawn. 

8. 
W^ The Queen's Pawn retakes the Pawn. 
B. The Queen at her King's fecond Square, 

9- 

/F- The Queen's Bifliop takes the Gambit's Pawn. 

B. The Queen's Biftiop at the white King's 

Knight's fourth Square. 

10. 

JF. The Queen's Knight at his Bifliop's third 

Square. 
5. The Queen's Bifliop's Pawn one Step. 

II. 

W* The Queen's Knight at his King's fourth 

Square, and muit win the Game. 

(a) Retiring your King at his Bifhop's Place, makes it 
impoflible for your Adverfary to preferve the Gambit's 
Pawn, which willbe always in your^ Power to take, and 
preferve continually the Attack upon him. 

THE 
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THE 

QV EEN's G AMBIT, 

OTHERWISE 

GAMBIT of ALEPPO, 

Whereia there will be fix Back-games. 

I. 

Wbife. np H E Queen's Pawn two Steps. 
Black. X The Queen'sPawn two Steps likewife. 

2. 

W. The Queen's Bifhop's Pawn two Steps, 
B. ThePawn takes the Pawn. . 

3- 
W. The King's Pawn two Moves (a). 

B. The King's Pawn two Moves. 

^faj If inftead of two, you had pulh'd this Pawn but one 
Step, your Adverfary would in this Cafe hare fhuc up your 
Queen's Bifliop for at lead half the Game; myfirft Back-game 
will be the Evidence of it. In the mean while I take this 
Opportunity to acquaint you, that a certain Author (other* 
wife a very good Player, who delights chiefly in this Queen^s 
Gambit) teaches to pufh this Pawn only one Step ; however^ 
this will convince him and others that it is abfolutely better 
to pu(h it two Steps; neverthelefs, I will agree, that pufliing 
it only one Step, you may fometimes deceive a bad Flayer* 
but this doth not juftify the Move. 

f^J If inftead of playing this Pawn, He had fuftain'd the 
Gambit's Pawn, he had loft the Game. This will be feen by 
a fecond Back-game. Butif hehad neither puih'd (his Pawn, 

nor 
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^. The Queen's Pawn one Move (c). 

B. The King's Bilhop's Pawn two Moves (i). 

. 5- 

TF. The Queen*s Knight at his Bifliop's third 

Square. 
B. The King-s Knight at his Bi(hop*s 3d Square* 

6. 
W. The KingS Bifhop's Pawn one Move. 
£. The King's Bifhop at his Queen's Bilhop's 
fourth Square. 

7- 
W. The Queen's Knight at his Rook's fourth 

Square (e)* 
B* The Bifhop takes the Knight» near the white 
King's Rook (f)^ 
8.. 
W. The. Rook takes the Bifhop^ 

nor taken the Gambit's Pawn^ in this cafe ybu mtlft have 
pulh'd your King's Bifhop's Pawn two Steps« and your 
Game would have*been in the beft of Situations, for hav- 
ing then three Pawns in Front. 

(c) If inflead of pufliing your Pawn jfbrwards yoil had 
taken his King's Pawn, you had loft the Advantage of the 
Attack. This will be the Subjed of a third Back-game* 

(d) If he had play'd aay thing elfe, you mtift have pufli'd 
year King's Bi(hop's Pawn two Steps ; by this means you 
would have procured your Pieces an entire Liberty to adl. 

(e) If inftead of playing your Knight in order to take his 
King's Bifhop, or make him remove it from that Line (as yott 
are inftrudled in the iirft Party) you had taken the Gambit's 
Fawn, you had loft the Game again. This muft be fhewa 

' by a fourth Back-game. 

(f) If inftead of taking your Knight, he had play'd his 
Bifhop at your Queeh's foiirth Square, you muft have at- 
tack'd it with your King's Knight, and taken it the fub- 
fequent Move. 

• I 5. The 
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S. The King caftlcs^^;. 
9. 
W. The Knight at bis Qjjeen'^Bifliop^s ^d Square, 
B. The Pawn takes the Pawn. 

JV. The King*sBiIhop takes the Ganf)bit'sPawn('i;. 
U* ThePawn takes the white King's Bilhojp'sFiwft. 

II* 
W. The Pawn retakes the Pawn {i). 
^.The Qpeen's Biihop at his King'd Bilhdp'k 
fourth Square. 

W. ThcOyccn'sBilhopathisKifig'sthirdSquaJ*, 
J5. The Queen's Knight at his Qgeen** fecond 
Square. 

IS* 
W. The Queen at her feoond Square. 
h. The Queen's Knight at his third Square* 

14. 
IV. The Queen's Brlhop tdsJes the Kn^hc. 
j^. The Rook's Pawn retakes rihe Bifhop. 

C^) In^ead of caftling, if he had pufh'd his Qne«a*t 
Knight's Pawn two Steps in order to fuftain his Gambit's 
Pawn, you will be convinced by a fifth Back-game that he had 
Idit the Pkrty ; and if inllead of either of thefe two Moves, 
he h>d chofen to take yonr King's Pawn, yoar retaking it 
AfOnid haVe hindered him from takine yoors arain with his 
Knieht, becaufe he would have loll the Game oy your giv- 
ing him check with your Qgeen. Thii is eafily ften with« 
out a Back-game* 

(b) This particular Move demands a fixth Back-gamef 
becaufe if you had retaken his King's Biihop's Pawn with 
your King's Bifhop's Pawn, you had loft the Game again. 

(i) In retaking this Pawn, you give an Opening to your 
Rook upon his King, and this Pawn ferVes Hkewife f6r a 
Better Guard to yoiuf King, it Hops alfo the Courie of your 
Adverfary^s Knight; and tho' you have at prefenta Pawn 
Itfs, you have the beft of the Game by the Situation. 

15. JV. 
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Jf^. T|^ Kii\g .caftles x>n hU Qjwerfs Side. 
B. The King at his ^^flpk's §ft«ar^. 

;r. The King's Rook at.^hp blaqk King^^Knight"* 

fourth Squjire* 
5. Tl)^.lf;iag's Knight's JPavn pnc Mpvp. 

17- 
TF. The Queen at her King's third Square, 
B. The Qsew ^t ljsr,thir4 Square 

UK The Knight at his King's fourth Square. 
B. Tl»e Htfbop tgkes the Knight. 

IF. The Pawn retakes the Bifliop, and reunites 

his Cocnra^jcs. 
B* The King's Rook at its .King's jSquai:e» 

ao. 
fF. The JCin^^^ his Qu^^n's Knl^t's SqHaj;e. 
^. Xbc QyifcA at hcr;8iOiQp*s.fQPj:th Sguar^ 

fF. The Queen takes the Qji^cn. 
B. The Pawn retakes the Queen. 

W. The Qtfcpn's Ropk at its. King's .Squanji 
Bt The King at its Knight's fecond Square. 

as- 
|r.r The <|Cing at Jiis <^ccn's BifiiQp's ff (ood 

Square, 
jB. The King's Rook's Pawn one Move. 

iT- The King's .Ropk at his ^Knight's .fhiud 

Square. 
5. The Knight at bis vKiog'szRook's fourth 

SqMW e. 

I a ft5- JV. 
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W. The attacked Rook faves itfelf at the Queen's 

Knight's third Square. 
5. The Queen's Knight's Pawn one Move. 

W. The Queen's Pawn one Step, to make an 

Opening for your Rook and Bi(hop. 
B. The Pawn takes the Pawn. 

-27. 
V/. The King's Rd&k takes the Pawn. 
5. The Queen's Rook at its Queen's Square. 

28. * • ■ 
IV. The Queen's Robk at its Qufeen's Square. 
jB. TheKnightat hisKing's Bifhop's third Square. 

39. 
W. The King's Rook gives check. 
5. TheXihg at his Rook's Square. • 

. 30- 
TV. The Btftiop at the black Queen's fourth 

Square, to hinder the Adverfary's Pawns 

adyancing. 
B. The Knight takes the Bifliop. 

W. The Rook retakes the Knight. 

5. The King's Rook at its Bifhop's Square. 

W. TheQueen'sRook at itsQueen's fecond Square. 
JS. The King's Rook atthe white King's Bilhop's 
fourth Square. 

33- • 

jy. The Queen's Rook at its King's fecond Square. 
B. The Queen's Pawn one Move. ♦ 

34. 
W. The Pawn takes the Pawn. 
jB. The Quecn'3 Rook takes the Pawn. ' 

35. r- 
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35* 
JV. The King's Rook at the black King*$ fccond 

Square. 
B. The King's Knight's Pawn one Step ; if he 

fuftain d the Pawn, the Game was toft. ' 

36. ' 

W. Oneof thctwoJRooks takes the Pawn. 
J5. The Rook takes the Rook, 

W. The Rook retakes the Rook. 
J5. The Rook gives check at the white King's 
Bifhop's fccond Square. 
38. 
W. The King at his Queen's Bifhop's third Square. 
B. The Rook. takes the Pawn. 

39- 
W. The Rook's Pawn two Steps (k). 
B. The King's Knight's Pawn one Step. 

40. 
fT* The Rook's Pawn one Move. 
B* The Knight's Pawn one Move. ^ 

41- 
J?r. The Rook at its King's Square.' 
B. The Knight's Pawn one Move. 

42. 

Tf^. The Rook at its King's Knight's Square.. • 

B. The Rook gives check* ^ 

• 43- 
fr. The King at hisQueen s Bifhop's fourthSquare. 

fi) If you had taken hit Pawn with your Rook, inftead 
of pulhing this Pawn, you had loft the Game ; i:^eoau(^'your 
King would have hindered your Rook'3 coming in time to 
ftop the PafTage of his Knight's Pawn. This may be ieeii 
by playing over the fame Moves. 

I 3 B. The 
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B. The Rook at the white King's Knight*s third 
Sqfoarfe. 

44. 
JV. the Rddc*s Pawn one Movf . 
B' The Rook at its Knight's fefcoba Sqtiire. 

W. The King takes Hife Pawh. 
5. The Rook's Pawn ofle Movd. 

^. The King at tHe bl«ck Quebi^i Kiiiglill 

third Sq\}are. 
5. The Rook's Pawn ohe Movfc. i 

•. 47* \ 

rr. The Rdok's Pa#n one Movfe. 
J5. The Rook tak« tht Piwn (I). 

4?^ 
H^. The Rook takw the Pawn fm). 
B. The RidiSk at the Kiilg'i Rtwk'sftconid Squai%. 

49* 
jr. The Pawn two Steps; 

5. The Pawn OWslSltqj. | 

io. I 

IT. The Rook at ftSKfe^sRobk'sfeaftdSquift. 

S. The King at hb Knighi^ %c6ini Square. 
51. 

B. The King at his Kf^ht's ttnrd ^qt^. 

jr. rhieXiiigkt'^t«fe%hick^ei»'8»ffl«>p^»ihird 
Square. 

^1} if be 4td tidt tlUceTUbr Pawn^-jftmlndift tutvfe'ukea 
hMi aa4 jdut wouiU' hafievvrea 7011 this fiaitDfe. , . , 

(m) If iafteiS'of c«ku^ U« I^wn, ybblud^^kaf hiskook, 
yon had loft the Game : TheI«rznqa1rMiiftibMk^|ga«|es to i 

ftew thefe laft Moves, being eafily foand wiw bat viery 
little Troable in playing them orer again, 

I B, The 
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S. The King at his Knight's fourth Square. 

W. The Pawn one Move. 
B. The King at the white King's Knit's fourth 
Square. 

54- 
JV. The Pawn advances. 

j5. The Rook takes the Pawn, and playing afm^- 
wards his King upon the Rook, it is vifible 
to be a drawn Game, becaufe his Pawn 
will coft your Rook. 



FIRST BACK-GAME, 

Beginning at the tb^rd Move of this 
Queen's Gambit. 

tFhite. 'TT^ H £ Kin^s Pawn one Move. 
Black. JL The King^s Biihop's Pawn two 
Steps (a). 

4- 
Hy. T(be IC^'^s Biihop lUke^ the Fawn. 
Bf The Icing's Pawn one Move. 

5- 
W. TheKing^s Bifliop's Pawn ow Move. 

fa) Tiie4&omg of this Pawn moft coanace yoii, that 
it had batn better to poih your King's Pawn two Stens* 
iiecaofe (as you can eafily perceive) liis Pawn hinders the 
\ymon of your Ktag'^ and Queen's Pawns in front. 

I 4 B. The 
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B. The King's Knight at his BifliQp's third 
Square (b). 

ff^. The Queen's- Knight at his Bilhop's third 

Square. 
B. The Queen's Bifliop's Pawn two Steps (0. 

7- 
fT. The King's Knight at his King's fecond Squarg. 

B.The Queen'sKnight at his Bifliop's thir^ Square. 

8. 

j^. The King caftles. 

B. The King's Knight's Pawn two Steps (d). 

9- 
IT. The Queen's Pawn takes thp Pawn (e)^ 

' B. The Queen takes the Queen. 

... lo. , , 

W. The Rook retakes the Queen; 

B» The King's Bilhop takes the Pawn. 

II. • 

TF. TheKing'sKnightat hisQueeti's fourthSquare^ 

jB. The King at his fecond Square. 

12. 

/fr. The Queen's Knight at his Rook's fourth 

Square. .. , . . 

{6 J He playeth this Knight for the fame purpofc, which 
is to hinder your Kind's and Queen's Pawns to affenible. 

(^cj Thisis puihM again with th« fame Pefign to hincier 
the Center Pawns tp^unite in front. 

{iij He playeth this Pawn to pufh that of his King's Bi« 
fhop's upon your King's Pawn in cafe of need> which would 
be the Caufe of an entire Separation of your beft Pawns. , 

CeJ If inftead of taking this Pawn you had advanced it, 
; your ^ A dv«rfary wauld h avp ' attacks ;yoarj Kuigfs Biihop 
.4X(idi his Queen's K^night. to oblige you to gi?« him ch^ck ; 
SQd4,in this cafe,: he« ^playing. hi& Kin^.atrhifi iBifhotp's fe- 
cond Sijiiare, had gain y.thcj Move jipon yoUr anda very 
good Situation of Game. 

B. The 



Digitized by 



Google 



( 121 ) 

5. The King's Difhop at hts Queen's third Square. 

W. The King's Knight takes the Knight* 
^. The Pawn retakes the Knight. 

14. 
JV. The King's Bifhop's Pawn one Step (f). 
B. The King's Rook's Pawn one Step. 

W* The Queen's Bifhop at his Queen's fecond 

Square.; 
J5. The Knight at his Queen's fourth Square. 

16. 
W* The King's Knight's Pawn one Step. 
B* The Queen's Bilhop at his Queen's fecond 
Squa'rCf \ 

17, 
fF. The King at his Bifliop's fecond Square. 
B* The Queen's Bifliop's Pawn one Move. 

18. 
W. The Knight at his Queen's Bifliop's third 

Square. 
5. The Q[uccn's Biftiop at his third Square, 

19. 
. W. The Knight takes the Knighf. . 
B. The Pawn retakes the Knight. » 

ao. 
}V. The King's Bifliop ap his King's fecond Square^ 
JS. The Queen's Rook at its King's Knight's 
Square. . 

21. 
W* y^^ Qi^een's Bifliop at his third Square,' 

(f) You advance this Pawn to hinder yoqr Advcrfary't 
putting three Pawn9 in front, which he would have per* 
fpna'd by puihing Qnly bis Kipg's P^wn« 

B. The 
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B. The Ktftg's Knight's Pawn takes the Pawn. 

22. 

fr. The Bi&op takes the Rook (g). 

B. The Fawn takes the King's Pawn givingcheck. 

W. The King retakes the Pawn. 
B. The Rook takes the Bifliop. . 

24. 
W. The King's Bifhop at his third Sqtiare. 
JB. The King at bis third Square. 

25- 
W* The King's Rook at its Queen's fccond 

Square* 
B. The Queen's Pawn gives check. 

26. 
W^. The King at his Bifhop's fecond Square. 
B. The Queen's Biftiop at the white King's fourtk 
Square. 

27* 
W. The Queen's Rook at its Kmg's Square. 
B. The King at his Queen's fourth Sqt^.arc. 

28. 
jy. The King's Rook at its King's jecofld Square. 
B. The Rook at its King's Square. 

W. The King's Knight's Pawn one Move, 
B. The Bilhop takes the Bilhop. 

Cg) If you had retaken his Pawn mA ypor Knight'i 
Pawn 9 he would have pulh'd Us Queen's Pawn upon yoor 
Bilhop, and afterwards would haw esitered your Game wi||i 
a Check of his Rook, fuftain'd by his Queen's Bifliop; and 
if you had taken this Pawn with your King's Pawn, hemight 
Tiave done the fame; that would have given hfai a very good 
Game, becaufe one of his Pawns 'being then pflffs'd'(thtt5s 
to fay, a Pawn that can -be no more ilopp'd -bat "by Piew) 
will infallibly coft a Piece^ to hinder the making of it > 
Queen. 
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30. 

W. The Rook takes the Rook. 
|L "The Pawn takes the Pa^m 

W. The King's Rook*s Pawn one Move. 
i. The Que^n'^ Bifliop's Pawn one Move. 

W. The King's Rook at the black King's Rook's 

Sqiiire. 
h. The Quecn*s Piwn tne Move, 

33- 
W. The King at his third Square. 
£. TfaeKthg'sBiAop gives chedc at his Queen\ 
Biihop's fourth Sqtiare. 

34- 

W. The King at his Bifllop's fourth Square, hav- 
ing no other Place* 

B. The Chen's Ptfwn i^at Move, and wins the 
Game (h)^ 

(h) I let yovr Game be loft, only tofhewthe Strength of 
two Bifliops againil the Rooks, particularly when the King 
is placed between two Pawns, cat if inilead of employing 
yonr Rooks to make War agaioft his Pawns, you had, on 
idbe thirty .firft Move, platy'd your Rook at the black Queen's 
Square; on the thirty- fecond * Move brought your other 
Rook at your Adveriary's King's fecond Square ; and oa 
the thirty-t^ird Move facrificed your firit Rook for his 
Eug's Biihop; inftead of loiing, yon had made it a drawn 
Game. 
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SECOND BACK-GAME, 

Beginning at the third Move of * this 
Queen's Gambits . - 

3- • ; 

J^ite. np HE King's Pawn two Steps. 
Black. JL The Queen's Knight's Pawn two 
Steps. . . 

4. : 

ff^. The Queen's Rook's Pawn two Steps. 
£. The Queen's Bifhop's Pawn one Step. 

5. .'..•, 

^. The Queen's Knight's Pawn one Step. 
JB. The Gambit's Pawn takes the Pawn. 

6. 
/ST. The Rock's Pawn takes the Pawn. 
B. The Queen's Bifhop's Pawn takes the Pawn. 

7- ^ . 

j^. The King's Bifhop takes the Pawn, and gives 

check. ^ 

£. The Bifhop covers the Check, 

ff^ The Qtieen t^kes the Pawn, 
B. The Bilhop takes the Bilhop. 

CaJ It is of the fame Confequence in the Attack of the. 
Qtieen's Gambit, to feparate the Adverfary's Pawns on that 
Side, as it is in (he King's Gambus to feparate them on the 
Ki»g*8 Side. , 
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9- 
^. TheQueen retakes the Bi(hop,and gives check* 
^ ?. The Queen covers the Check. 

W^ The Queen takes the Queen. 
- G A]JS. The Knight retalces the Queen. 

II. 
, r f W. The King's Biftiop's Pawn two Steps* 
►iovc tf 2 The King's Pawn one Move or Step. 

la. 
W. The King at his'fecond Square. 
B. The King's Bifliop's i^awn two Steps {b). 
oSttpi 13. 

fs Pin Pf^. The King's Pawn one Move. 

B. The King's Knight at his King's fecond Square. 

14. 
W. The Queen's Knight at his Bifhop's ,third 

Square. 
B. The King's Knight at his Queer's fourth 
Square (c). 

15. 
JV. The Knight takes the Knight. 
jB. The Pawn retakes the Knight. 

(bj By puihing this Pawn two Steps, his Scheme is to 
force yc J to pufh forwards your Kiog*s Pawn, in order to 
make your Queen's Pawn, now at the Head, be left behind, 
and of no ufe to you. (Vide Ref. (IJ in the third Party.) 
Neverthelefs you mud play it; but you will llrive after- 
wards with the Help of your Pieces to change this your 
Queen's Pawn for his King's, and give by this means a free 
PafTage toybur own King's Pawn. 

(c) In this prefent Situation your Adverfary is forced to 
propofethe changing of Knights, though by this Move he 
feparates his Pawns ; becaufe if he had play'd any thingelfe, 
you would have taken his Rook's Pawn, playing only your 
Knight at the black Queen's Knight's fourth Square, as 
you may oafily perceive. 

16. Jf^. 
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t^. Tlie Qijeen's B^iOiop tt bis Rook^s $4 Squaire^ 
£. The BiQiop tak6s the Bi&op. 

J^. The Rook takes the BiihOp. 
B. The King at .bis jibcond SquiMre* 

fT. TheJCingathis Bifliop's third Square* 
B. TheKiqg'8Rookatics<^een-5KQJ^Mf€Sqw 

fT. The tCnight at his King's ifecon^ Square* 
JS. The Kingat'bis third Sqpare. 

00. 
^. The King's Rtxik attt&Queenf'sKodk'sSquare. 
B. The King's Rook at its Qyeen's J^nigbt^s q4 
Square. 

JV, The Queen's Rook gives check. 
B. The Knight covers, the Check. 

^. The King's Rook at the black Queen's Rook's 

fourth Square. 
S. The King's Knight!s Pawn one Move. 

23. 
fF. The^Kntght at his Queen's BIfliap's 3d Square. 
J?. The Queen's Ropk at its Queen's Square. 

fT. The Queen's Rook takeq the:RoQK!s.£asm. 
B, The Rook tric^s^tbe'Rook. ■ 

25- 
f^» Thp Rook rctak«h,tar\dnji^ twin tjb^ Game, 
haviog«a.Pawn SufBeriorityt^aad moveowr 
a Pawn piift» wbich.{tmoun ts to a Piece (d). 

(d) One mayice-by^his Back^game, that a Pawn, whea 
(eparated from his Fellows, will fcldom or never make a 
Fortano, 

THIRD 
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THIRD BACK-GAME, 



Begihning at the fourth Moire of thb 
Queen's Gambit, 

4- 
fFbife. nnHE Qactn*s Pawn takes the Pawn. 

Black. jL The Queen takes the Queen. 

ff^. The King retakes the Queen. 

B. The Queen's Biftiop at his King*s 3d Square. 

6. 
^. The King's Bifliop's Pawn two Steps. 
B. The King's Knight's Pawn one Step. 

7- 
J^. The Queen's Knight at his Bilhop's third 

Square, 
B. The Queen's Knight at his Queen's fecood 
Square. 

8. 
ff^. The King's Rook's Pawn one Move. 
B. The King's Rook's Pawn two Moves; 

9. 
rr. The Queen's Bifliop at his King's 3d Square. 
B. The Kiog caftles. 

10. 
W. The King at his Queen's Biihop's 2d Square. 
B. The King's Bifliop at his Queen's Biibop'a 
fourdhi Square. 

ti.fr. 
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II* 

fF. The Bilhop takes the Bifhopi 
J?. The Knight retakes the Bifhop. 

12.^ * 

JT. The King's Knight kt his Bifhop's third 

Square. 
B. The Queen's Bifliop's Pawn one Step. 

^. The Kmg'sKnightat the blackKing*sKnight*s 

fourth Square. 7 

JB. The Queen's Knight's Pawn two-Steps. 

14- 
i^. The King's Bilhop at his King's fecond 

Square. 
B. The King's Knight at his King's fecond 

Square. 

^. The Knight takes the Bilhop. 
J5. The Pawn retakes the Knight. 

i6. 
^. The Queen's Rook's Pawn two Steps. 
B^ The Queen's Knight at the white Queen's 
Knight's third Square. 

17. 
ff^. The Queen's Rook at its fecond Square. 
jB. The Queen's RoOk's Pawn one Step. 

la. 
fF. The Qiieen's Rook's Pawn takes the Pawn. ^ 
B. The Queen's Rook's Pawn retakes the Pawn. 

19. , 
' 0^. The Rook gives check. 
B. The King at his Queen's Knight*s fecond 
... Square. 



20. ^. 
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20. 

tV. The Rook takes the Rook. 
B. The Rook retakes the Rook. 

W^ The Rook at its Queen's Squarfe. 
B. The Queen's Knight- gives check at the white 
Queen's fourth Square. 

22. 

TV. The King at his Queen's Knight's Square. 
B. The King at his Queen's Knight's third Square. 

tV. The King's Knight's Pawn two Steps. 
B. The Pawn takes the Pawn. 

24* 
JV. The Pawn retakes the Pawft. 
B. The Queen's Biftiop's Pawn one Move. 

^5 
W' The King's Knight's Pawn one Move. 
B. The King's Knight at his Queen's Bifhop's 
third Square. 

26. 
W> The BiQiop at his King's Knight*s4th Squire^ 
jB. The Queen's Knight's Pawn one Move. 

W. The Knight at his King's fecond Square. 
-fi. The King's Knight at his Queen's Rook^s 
fourth Square. 

28. 
W. The Knight, takes the Knight. 
JB. The Pawn retakes the Knight ^ 

29. 
W^. The Bilhop takes the Pawn. 
B. The King at his Queen's Bifliop's 4th Square. 

30. 
W. The King's Bilhop's Pawn one Step. 

K B. The 
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S. The Queen's Pawn one Move. 

SI- 
IT. The Kihg's Biftop'sPjiwn takes the Pawn t'^>. 

B' The Knight at the white Queen's Knight's 3d 

Square 

ff^. The Pawn one Movc^ 
S. The Rook at its Qyeen*^s Rook'is Sq.uare9 te^ 
give Check-nuKe* 

33- 
JF. The Rook takes the Pawn^ 

B. The Rook gives check; 

34. 
H^. The King has but one Place. 
B* The Rook gives Cbeck-^nMe aiC itsQuoen^ 
Bifhop'& Square. 



FOURTH BACK-GAM^ 

Beginning at the fevcnth TVfove of tkis 
Queea'is Gajnbit. 

7- 
ff^bite. ^TpHE King's Bifhop takes the Gaii>- 

X bit's Pawn. 
Black. The King's Bilbop's Pawn cakeaibef^awn*- 

8. 
ff^. The King^s Biftiop^s Paw9i fecakes the -Pawn. 

(a) He takes this Pawn> to make a Q^n upon the wUtr 
Queen's S^^are^. where his Biihop fafiain^ the Pswa. 

\ fi^Thc 
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B. The King's Knight at the white King's Knight's 
fourth Square. 
si ' 9. 

ji fF. The King's Knight at his Rook's third Square^ 
£. The Queen gives check. 

10. 
W* The King at his Queen's fecond Square. 
t» B. The King's Knighiat due white King's third 

Square^ 

II. 
^. The Queen at her King's fecond Square. 
jB* The Queen's Bifliop at the white King's 
Knight's fourth Square. 
12. 
i ^. The Queen at her third Square. 

£• The King's Knight takes the King's Knight's 
Pawn. 

13- 
J fF. The King's Knight at his home* 

fi. The Queen at the white King's Square giving 

check. 

14. 
W: The King retires. 
S. The King's Biihop takes the Knight» and 

will tafily win the Ganne. 
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FIFTH BAG K-G A M E, 

At the eighth Move. 

8. 
If^iU. rt^HE Rook retakes the Bifliop. 
Black. X The Queen's Knight's Pawn two 
Steps.^ 

9- 

/^. The Knight at the black Queen's Bilhop's 

fourth Square. / 

B. The King caftlcs. 

lO. 

ff^. The Queen's Rook's Pawn two Moves. 
iff. The Queen's Knight at his Rook's 3d Square* 

II. 
PF. The Knight takes the Knight. 
B* The Bifiiop retakes the Knight. 

12. 
fF. The Rook's Pawn takes the Pawn. 
B. The Bifhop retakes the Pawn. 

fF. The Queen's Knight's Pawn one Move. 
5. The King's Bifhop's Pawn takes the Pawn. 

14- 

TT. The Queen's Knight's Pawn takes the P^wn. 
B. The Bifhop at his Queen's fecond Square* 

fF. The Queen's Bilhop at the black King's 
Knight's fourth Square. 

' i?.Tte 
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B. The Pawn takes the Pawn. 

16. 
PT. The Pawn retakes the Pawn. 
B. The King at his Rook*s Square. 

fF'. The King's Bi(hop at his Queen's 3d Square* 
B. The King's Rook's Pawn one Move. 

18. 
fFl The King's Rook's Pawn two Moves. 
B* The Rook's Pawn takes the Queen 5 Bifhop. 

19. 
W. The Pawn retakes the Pawn. 
S. The Knight at his Rook's fourth Square. 

20. 
ff^. The Bilhop at the black King's Knight's 3d 

Square. 
B. The Knight at the white King's Bishop's 4th 
Square. 

21. 
B. The Queen at her Biihop's fecond Square. 
B* The Knight takes the Bilhop to avoid the mater 

22. 

Pf^. The Queen retakes the Knight, 

B> The Bilhop at his King's Bishop's 4th Squarct 

fF. The Queen gives check. 
j3. The King retires. 

24. 
19^. The King's Knight's Pawn one Movct 
B. The Bifhop takes the Pawn. 

fF. The Queen tajces the Bifhop- 

fi. The Queen at her King's Bifhop's 3d Square. 
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' 26. ' 
W. The Queen's Rook at the black Qucen^ 

Rook's third Square. 
B. The Queen takesr the Queen. 

19^. The Queen's Rook retakes the Queen* 
. B. The King's Rook at its Bifhop's 2d Square. 

28. 
W. The King at his fecond Square. 
B. The Queen's Rook's Pawn two Steps. 

29. 
VT. The Qsjeen's Rook at the bhack iCing*s third 

Square. 
B. The Rook's Pawn one Move. 

30. 
JV. The Rook takes the Pawn. 
$• The Rook's Pawn one Move. 

31- 
W* The King's Rookat its Queen's Rook's Square. 

B. The Rook's Pawn one Move. 

32. 
IT. The Rook at its King's third Square. 
B. The King's Rook at its Bifhop's third Square^ 

33- 
W. The King at his Queen's third Square. 
B* The Rook gives check. 

W* The King at his fourth Square. 
B. The Rook takes the Rook. 

35- 
W. The King retakes the Rook. 

B. The Rook at its Queen's Rook's jd Square. 

36. 
IV. The King at his Queen's fourth Square. 

£. The 
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S. The King a& his BtHlop's fecond Square.' 

^> The Kiog at bi» Queen^s Bi&op'is.sd Squiut. 
M. The Rook ^ves eheck. 

3»- 
^. The King at his Queen's Knight's 4th Square* 
M. The, Rook cakes the Pawn. 

W. The Rook takes the Pawn. 
B. The King at his fecond Square. 

40. 
W. The QMen's Bifhop's Pawn one Seep. 
h. The King's Knight's Pawn two Steps. 

41. 
W. The Rook at the black Queen^s Rook's ie- 

cond Square. 
£. The King at his Queen's Square. 

42. 
W. The King at the black QuecnV Knigbt'a 

fourth Square. 
B. The Knight's Pawn one Move. 

W. The King at the black Queen's Biihop's ^ 

Square. 
B. The Rook gives check. 

44. 
W. The Pawn covers the Check; 
B* The Pawn t^es the Pawn. 

.45. 
W.. The Pawn retakes the Pawn. 
B* The King at his home. 

W. The Rook at the black King's Knight's ad 
Squara 

K4 ^. Tht 
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B* The Rpdk at its third Square. 

47- 
IT. The King at the black Queen's BifliopV fe- 
cond Square, and afterwards pu(hing bis 
Pawn> will win the Game. 



SIXTH BACK-GAME, 

^^ginning at the tenth Move.. . 

lO. 

fFbiie. nn H E King's Bifcop's Pawn takes. the 

X Pawn. 
Black. The. Knight takes the King's Pawn.. 

II. 
JT. The Knight retal^es .the Knight. 
B. The Queen gives check.. 

I2-. . - - 
IT. The Knight at his King's Knight's 3d Square, 
1^ *J^. T^ie, Queen's Bilhop at. the white King^s 

r * knight's fourth Square. 

fP". The King's Bilhop at his King's fecopd 

Square (a). 
B. The Queen takes ^h^ Rook's Pawn. 

H^. The King's Rook at its J3i(bop*s Square (i^}. 

(a) kti'i thing you could ^ave playM could not hinder 
jou from. loling, a Piece. 

(b) Ifinftead of playing your Rook yon had play'd youi^ 
King, he had won it fooner^ playing only his ^ook at your 
King's Bifliop'$ fccond Square. " 
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B. The Queen takes the Knight and gives checks 

IF. The King at his Queen's fecond Square, 
B. The Queen's Knight at his Queen's fecond 
Square. 

i6. 
^. The Rook takes the Rook, (c). 
B* The Rook retakes the Rook. 

17- 
jy'. The Queen at her King's Square. 

B. The Rook at the white King's Bithop's fecond 
Square, and wins the Game. 

(c) li you had taken his Biihop^ he would have giTen 
you check with his Queen at your Queen's third Square^ and 
^ate by taking your Rook the following Move. 
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To give Check-mate with \st Rook 
and a Bi/hop^ againrft a Rook, 

The Situation in which I put the Pieces^ is 
the moi3k advaatageoit& for the defending 
Rooki but in cafe tiie Defender doth not 
choofe that Retreat, it is not at aJI difBcult 
to force his King at the Extreniitj? of the 
Cli«f$^bfQard« 

Situation^ 

fFhite. The King at the black King^s 3d Square, 
the Rook upon the Queen's Bifljop's 
Line, and the Bilhop at the black King's 
fourth Square* 

BAifi. The King-at his home, and the Rook at 
its Qucco^s fccond Square. 

f . 

ff^bile.fTTS HE Rock gives check. 
Black. -X The Rook covers the Check. 

/T. The Rook at the black Queen's Bifhop's 2d 

Square. 
Bp The Rook at the white Qiieen's 2d Square. 

3- 
fr. The Rook at the black Qpeen's Knight's fe- 
cond Square. 

B. The 
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5..The Rook at the white Queen's Square. 

^. The Rook at the black King's KnigHt'sfecond 

Square (a). 
Jf^Thc Rook at the white King's Brfhop's Square, 

5- 
H^n The Bithop at his King's Knight's third 

Square (k). 
B. The King at his Bifhop's Square. 

' 6. . 

IF. The Rook at its King's Knight's 4tli Square* 
B. The King at bis home. 

7- 
llT. The kook at its Queen's Bilhop's fourth 

Square (c)> 
B* The Rook at tfie white Queen's Squait. 

Pr. The Bi(hop at his King's Rook's 4tH Square.' 
B. The King at his Bifhop's Square. 

9. ' 

^. The Bifliop at the black King's Biihop's 3d 

Square. 
^.TheRook gives check at the whhcKing'sSquare, 

10. 
fF. The Bifhop covers the Check. 
B* The King at his Knight's Sqfuare. 

II. 
JF. The Rook at; the King's Rook's 4th Square, 
and gives Mate the following Move. 

The Letters a, h^ c, fend yoo back from thofe Moves to 
another way of giving him Check-mate, according as h« 
changes his Moves, 
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From the Letter (a) on the fourth 
Move. 

4- 
White. ripHE Rook at the black King's Knight's 

X fecond Square. 

"Blacks The King at hia 6i(hop*s Square. 

W. The Rook at the black King's Rook's fecond 

Square. 
£• The Rook at the white King's Knight's Square. 

6. 
W. The Rook st the black Queicn's Bilhop's ad 
• Square, 

iJ. The Rook gives check at its Kinjg's Knight's 

third Square (^). 

7- 
JV* The Bifliop covers the Check. 
B. The King at his Knight's Square. 

W. The Rook gl^cs check, 

B. The King at his Rook's fecond Square. 

9- 
W* The Rook gives Checkr^iatc ?t the black 
King's Rook's Square. 
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(x) K Sequel of this, from the fixth 
Move, in cafe he idoth not give 
check with his Rook. 

6. 
^//^npHE Rook at the black Queen's 

jL Bifliop's fecond Square. 
Blach The King at his Knight's Square. 

7- 
JV* The Rook gives check at the Queen's Biihop't 

Square. 
B. The King at his Rook's fecond Square. 

8. 
W. The Rook gives check at the black King*! 

Rook's Square. 
B. The King at his Knight's third Square* 

9- 
W. The Rook gives check at the black King's 
Knight's Square, and takes the black Rook, 
for nothing. 



(I) Another 
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(i^J Another way of giving Mate with 
a Rook and a Bifhop, againft a 
Rook, beginning from the fifth 
Move. 



5- 
m>ite.rT\ HE Bilhop at his King^s Knight's 

X <tbird Square. 

^Slack. The Rook at the white King's Bifliop's 
third Square. 

6. 
fV. The Biflbopat the 'black Queen's 3d Square* 
fi. The Rook gives check at the white King's 3d 
Square. 

7- 
9F. The Bilhop covers the Check. 
B. The Rook at the white King's Bifliop's tliiri 
Square. 

^. The Rook gives check at the black King's 

fecond Square. 
B. The King at his Queen*s Square. 

9. 
9r. The Rook at th^ black Queen's Knight's fe- 
cond Square, and gives Mate the follow* 
ing Move, at the black Queen's Knight's 
Square. 



(c) Another 
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fcj Another way to give Mate fooaa 
the fcventh More* 

7- 
fFbiU.tTMIE Rook at its Queen's Bifhop's 

JL fourth Square. 

Bkich The 'King at his fiifliqp^s Square^ 

8. 
fT. The Bifhop at the black King's fourth Sqwarc, 
B» The King at his Knight's Square. 

9. 
/T. The Rook at its King's Rook's 41th SquirrjJt 
and igivcs Mate the followmg Mov«» at tlic 
black King's Rook's Square. 

A particular Refledion upon the 
Fourth Party, 

By which one may be coi^vmced, that it is 
rather difadvantageous to play the Queen's^ 
Bifliop's Pawn on the fccond Move* 

I. 

Black. rrnHE King's Pawn two, Moves^ 
fy'bUe. X The fame. , 

2. 
S. The Queen's Bifliop's Pawn one Move^ 
fF. The Queen's Pawn two Moves. 
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3- 
S. The Pawn takes the Piwn. 

^. The Queen rcukes the Pawn. 

•4- 
fi. The Queen^s Pawn two Moves. 
W. The Pawn takes the Pawn. 

^ * 5- 

B* The Pawn retakes the Pawn. 

IV* The. Qpeen's Bifliop's Pawn two Steps. 

6. 

B. The Qiieen's B^fliop at his King^s 3d Square^ 

fp^* The Pawn takes the Pawn^ 

B' The Queen retakes the Pawn. 
/F. The Queen takes the Queen. 

- 8. 
B. The BiQiop retakes the Queen. 
fF. The Queen's Knight at his Bilhop*s 3d Square* 

Without going any further, I leave to confider whether 
thi^ Black has made any thing of his Attack^ tho* he play'd 
the \try beH Moves. 



F IN I S. 
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